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Pinball Clock > 
, Ira Wexler's time-keeping pin art | 


The Pacific Pinball Expo + 
The biggest and best show yet | 


20 Years of GameRoom Covers 
Special pull-out section ) 


х 


A Modern Classic: 


The Chicago Gaming Digital Bubbler 


Cabinet Specifications: 


H61" x W33.5" x D24.5”; 270 Ibs. 


Classic Styling meets Modern 
Technology in The Digital 
Bubbler, a full-size commercial 
quality reproduction of the 
classic Model 1015 jukebox, 
designed for the home. 


Rotating color cylinders 

and eight bubble tubes help 
recreate the timeless look of 
this jukebox. 


State of the art technology 
allows you to digitally store 
up to 600 of your favorite CDs 
on the Digital Bubbler's 250 
Gigabyte hard drive with no 
loss of sound quality. 


The updateable database of 
over 1.6 million song titles 
makes cataloging your music 
collection as easy as inserting 
your CDs. View and edit song 
information on the color LCD! 


250 watts of pure digital 
sound, output through four 
speakers, provides outstanding 
sound reproduction and ample 
volume. 


The Digital Bubbler is the 
perfect addition to any home. 


Order Now for 
Holiday Delivery! 


Call or Email “Jukebox Jack" for More Information 


Jack@PinballSales.com 


Toll Free (866) 323-5225 or (800) 473-5225 
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Ч, трай апа table i in one! 


The Ultimate Clock Board for 
Twilight Zone 


http://pinballpal.com/ultimate/ 


OFFICIAL LICENSEE 
ofthe 
GOTTLIEB® and 
D. GOTTLIEB & (0.9 

Trademarks. 
by authority of 
ttlieb Development LLC 


Pinball Pal 


Pinball and EM Arcade Game 
Restoration Products 


4 СОТТШЕВ'5 
http://shayarcadegroup.com KINGS 5 
EEEE Contact the Shay Arcade Group directly for reproduction backglass and Q l у PLASTICS 
COMING SOON playfield plastics reproductions. The Shay Arcade Group is the leading E COMING 500N 
Line Drive с producer of reproduction backglasses with many more on the way! Би Corral 
Upper Deck 2 Foto Finish 
Wagon Train JUST IN from the Shay Arcade Group Е Royal Flush 
искагоо 4 
— Four Horsemen Spot-a-Card Gold Strike 
Hayburners | 
Kewpie Doll , Gottlieb Baseball ^ Slick Chick Guys & Dolls m c 2 E 
Sluggin Champ RSEN Jumping Jack Flying High Easy Aces mp Dos: ЕШР 
Pee E Їр Мав5 Knockout BLY Undersea Raider 
ghis : АСОМБЫ 
Harvest Moon | | ] Bowling Champ El Dorado All Star Dix Bowler D R бй, 
Royal Flush (1976) Egg Head Pleasure Isle Humpty Dumpty 4 
ща. Foto Finish Sunshine Lady Robin Hood | ЖИ EE 
Queen of Hearts Queen of Diamonds Peppy The Clown z 
il WEE The Shay Arcade Group operates 
Backglasses currently available from the Shay Arcade Group independently of Pinball Pal. 
Barnacle Bill Sittin’ Pretty Cross Town Spider-Man Contact the Shay Arcade Group 
Jack n Jil Rocket Ship United Star Slugger Pinch Hitter Шри 
Official Baseball Minstrel Man Lightning Ball Silver Y: 
Hawaiian Beauty Kings & Queens Rose Bowl ...and more | ХҮ 14172270 
Playfield Plastics currently available from the Shay Arcade Group | 508-944-5237 
Hayburners Rocket Ship Lightning Ball Moo sU от 
Dragonette Chinatown Roto Pool - 5 
Silver Globetrotter ...and more Ww rows 


Most backglasses: $295 each Playfield plastics: $40 to 5135 


> Stealth Series Pinball Machine Protectors 
Stencils for Restoring The originator of computer-cut. Protect your pinball machine from wear and tear with this unique line of products. 


Pinball Machine Cabinets pinball machine stencils raises i 
Е the Баг again: Stealth flipper button cabinet protectors Stealth cabinet leg protectors 
Computer-cut stencil sets for: 


х Now easier to apply x Instant-install with pre-cut flipper button hole хх Nearly invisible when installed 


А WMS Ten Strike bowler * Gottlieb Black Hole |= No transfer tape required Ё | xX Custom-install for an even more seamless look А Pre-cut high density foam 
* Bally Paragon * Bally Star Trek * Easier to remove * Choose clear to protect original artwork +x Fits any pinball machine 
x Williams Black Knight ~t Bally Playboy х Reusable # Choose black to cover existing wear 

х Bally Capt. Fantastic > Bally Kiss х Repoisitionable 2 Stealth playfield wear area protectors 


* Bally Fathom xx Williams Gorgar * Over four times thicker Stealth start button cabinet protectors А Thin, super-transparent pre-cut patches 
* Bally Eight Ball Deluxe > Bally Wizard * Resists stretching х Protects the area around the start button ¥ Removable vinyl, not permanent like Mylar 
х Bally Eight Ball “х Bally Centaur х Super-accurate patterns * Crystal clear, removable vinyl х 29 pre-cut shapes and full sheets available 


$139.95 per set 


See website for pricing, quantity discounts and combo packages 


Replacement 8-Track Tapes for EM Arcade Game Audio Replacement Score Windows for Gottlieb® 
System 1 & System 80 pinball machines 


Digitally restored and recorded on premium NOS 8-track cartridges Белен yeu erm Ьа EE GGA ctor ТИ 


* Wild Kingdom (gun) з Dune Buggy (car) with these new self-adhesive replacements 
х Haunted House (gun) r Gangbusters (gun) * Available in Green or Blue 
* Shoot Out (gun) * Twin Pirate (gun) * 9 piece set has enough filters for any game 
х Chopper (helicopter) ^ t Dozer (bulldozer) 5 
х meen (столе). х Sea Rescue Now just $9.95 perset 
х Triple Hunt х Bally Space Flight 
* Coney Island Rifle Allied F-114 
Яс Sega Helicopter Эх Sega Moto Champ Visit http://pinballpal.com For More Info 
Ж Sega Grand National ...more on the way About These Exclusive Products 
5 я х Backbox fluorescent lamp warming filter 
Replacement drive belts now available х Cyclone mini playfield flags (set of 17) 
8-Track tapes are $25 each * Blue insert color correction filters for repro 


Centaur and Fathom playfields. 


Ordering Information pr GSound Enhanced Sound Card [i 
quent for Gottlieb® System 1 & System 80 Pinball Machines Soo 
We accept personal checks, U.S. Money Orders, major : Д 
асар een entire canis Ялын E A GSound is a replacement sound board for many Gottlieb® System 1 and i One board foc all System 
Ори vour ordel System 80 pinball machines. GSound replaces the original unreliable and and System 80 games 
р ла Pes су » Y hard-to-repair sound board with a new design that adds a number of new А Ne'confisürdtionff 
may be held until your payment has cleared our bank. А х No configuration jumpers 
à : 1 зап features. АЦ sounds are stored on removable and re-writable Flash Memory ^ nof 
Our on-line store will automatically calculate shipping ds * Exact emulation of factory 
ие hascdlonithie destination address and the cards. Original factory-style sounds can be stored on the card as well as custom sound effects (if desired) 
аса sounds installed by the user. Games that originally came with primitive beeps |+ Unlimited user-defined sounds 
EE TI Wericd Site гота 5 р and bloops сап be upgraded to play any sound at all - speech, music, and тоге. х All sounds stored оп 
128 Bit SSL For complete ordering information, and details of our GSound is the first in a series of replacement sound systems for pinball machines | Compact Flash cards 
L3 Security 30-day money-back guarantee, log onto: and other arcade games. For the latest information about GSound, log onto: Эх Change sounds in seconds 


http://pinballpal.com/ and click on "Order Info". http://pinballpal.com/gsound/. А No ROM programming needed 


Pinball Pal • 366 Washington Street • Newburgh, NY 12550 • 845-784-1862 * Fax: 845-78: 
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GameRoom News 5 
The month's coin-op happenings 


A word of warning: the 
“Nostalgia-Meter” is pegged in 
this issue! ThePinball Clock Project 16 
Ira Wexler keeps perfect pinball time 


Pacific Pinball Expo 25 
Gordo heads west for pinball fun 


Its the holiday season, and as if I don't have enough opportunities for celebrating dur- 


ing this season, I have a new 


cason this year: this issue marks the twentieth anniversary of 
GameRoom Magazine! From January of 1989 through December of 2008, GameRoom has 20 Years of Covers 29 


been published continuously (okay, there was no October 1996 issue due to the death of 


3 А : й . A special 8-page pull-out section 
GameRoom founder Dave Cooper, but Tim Ferrante picked up with a October-November 


"double issue" the very next month). Lost Arcade Classics 38 
"Twenty years is a good run for any business, but fora magazine it's almost unimaginable. The Amazing Adventures of Mr. F.Lea 
Most small hobby publications last a few 


at most, so it’s an honor to still be standing. 


The Wayback Machine 43 


Anyway, enough about reminiscing about the past or looking to the future—let's concen- California Extreme 


Tales of the Silverball 47 
The Stern Pinball Layoffs 


Hopefully, this next month will mark the kickoff to another twenty years! 


trate on the here and how, shall we? This issue has plenty of great reading, including a huge 


article by Ira Wexler on his pinball clock project. As I mentioned in last month's The Last 


Word, these types of creative engineering projects have always fascinated me, and Ira certainly 
burned the midnight oil in designing and implementing his time-keeping tribute to pinball. GameRoom of the Month 52 
Gordon “Gordo” Hasse, Jr. has done an excellent job covering the 2nd annual Pacific 


Jon Huppenthal 


Pinball Exposition, and it sounds like it was a truly amazing show! Speaking of shows, David 


Ellis looks at California Extreme, another show I'm going to have to fly out to see sometime. MC's Retro Corner 57 
Kyle Snyder is back with another Lost Arcade Classic, this time the practically unheard-of Collecting the Atari 2600 


The Amazing Adventures of Mr. Е Lea. Rob Craig has an investigative look at the recent Stern 


Pinball layoffs, and what it means for the future of pinball, and Arthur Annis introduces us to Auction Watch 59 
Atari 2600 collecting. The latest eBay auction results 


It’s another packed issue, and I’ve got to get busy stuffing the next issue to the gills with 5 i 
Twin Galaxies Scoreboard 60 


Arcade high scores 


great content, so I'll leave you to your reading. Enjoy, and thanks for twenty years of support! 


The Game is Never Over, 


Puzzle Page 61 
? Coin-op themed diversions 

The Last Word 64 

Time 


Kevin Steele, Editor 


If this doesn't look like pinball heaven, | don't know what 
does. Check out the full show report on page 25! 


Got a pinball or video game mod, a fun challenge, coin-op trivia tidbit, or a funny cartoon to 
contribute? | pay for submissions! Email your puzzle, cartoon, trivia, joke, mod (or game room photos 
and story, of course!) to info@gameroommagazine.com — you'll get a GameRoom T-shirt, and in the 


case of an article, cartoon, or puzzle, a check as well! Advertiser Index on page 61 
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Advertise With GameRoom! 


Ad Deadlines are 12 Noon Eastern 
December 5, 2008 (for the January 2009 issue) 
January 5, 2009 (for the February 2009 issue) 


Low Advertising Rates 

Now in Full Color! 

Full page: 7.5"W x 10"H or 8.5" x 11" $289 

Half page (horizontal): 7.5"W x 5"H $145 

Half page (vertical): 3.67"W x 10"H 5145 

Qua зе: 3.67"W x 5"H $70 

Business card: 3.67"W x 2.5"H - 1x: $36 
Multiple run discounts of up to 2596 apply when 


you run your ad for consecutive months! Call or 
email for full details and a rate ca 


Power Ads (word-only ads) 
See GameRoom Marketplace, Page 62. 


GameRoom can help create your ad for no charge! 
Call us with your requirements. 


Coin-Op Show and Auction Calendar 


(*) - Look For That Show's Ad Inside This Issue 
Dates and Locations Subject to Late Change. Contact Promoter To Confirm 


December 2008 

* 6th SUPER AUCTIONS Knoxville, ТМ Rob Storment (714) 535-7000 SuperAuctions.com 

* 13th AUCTION GAME SALES Winston Salem, NC Rick Parsons (800) 551-0660 

* 13th SUPER AUCTIONS Dallas, TX Rob Storment (714) 535-7000 SuperAuctions.com 

* 20th SUPER AUCTIONS Sacramento, CA Rob Storment (714) 535-7000 SuperAuctions.com 


STAY TUNED: 

THE 2009 SHOW AND 
AUCTION CALENDAR IS 
COMING SOON! 
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Knoxville, TN 
Chilhowee Park & Exposition Center 
Jacob Building 
3301 Magnolia Avenue 
Knoxville, TN 37914 


Dallas, TX Area 

Rodeo Center, Exhibit Hall A 

1818 Rodeo Dr., Mesquite, TX 75149 
Sacramento, CA 

Placer County Fair 

800 АП America City Blvd.,* 

Roseville CA 95678 


: PAID 


"SELL YOUR GAMES AT AUCTION! 


Wee 


NSIGNMENTS WANTED! — 


| wSupet, . 


дд": bringi 
Ui. Ма ойн 8 
< ! вота Chann: 
DWG 
۵ 


сап (714) 535-7000 . OFFICIAL шун ША AUCTIONEER 


For Late-Breaking, Up-to-the-Minute Auction Info go to SuperAuctions.com 


www. адааны com- (408) 416-3628- -SanJ Jose, СА 


. * | Game Specific Parts—we stock hardi to find parts for Specific Games Ramps, Tu 
СЯ Plastic Sets, Cabinet Decal Sets; Playfield Decals; Playtields; Molded Plastics, els | 
ы Translites, Mechanisms, etc .... | 


TMI T] 
di. UN, G И, ubl 


эчи шы e = 
Езерово 
Ва РИ ща 


тыл ise е Сера РЕТ УК. 


GameRoom 


News 


Compiled by 
Mitch Gerson 


He’s Here! 


My wife and are totally thrilled to welcome 
our first child, Samuel David into our lives. 
He came on October 14", and weighed 6 
Ibs, 4 oz. We are very fortunate in that he 
is healthy and is already settling into what 
used to be my ApartmentCade. 


Being a good daddy, | didn't want him 

to have to sleep on my cocktail machine 
(although I still say it would have made a fine 
bassinet); so we've converted the room into 
а nursery as you can see from my before/ 
after photos. 


| still have Mame" Invaders to feed my retro 
gaming needs in his roomm though in the 
corner opposite from his crib. (l'm not a total 
pushover, you know.) 


Before Child 


, 220 d ; 
i | 


After Child 


Happy Holidays to all of our readers, and I 
hope that you enjoy this month's news. 


INSERT COIN TO CONTINUE, Mitch 


Additional Stocking Stuffer 
Ideas 


know that the November issue featured 
GameRoom's annual Christmas Gift Ideas list, 
ut | couldn't resist sharing with you a few 
of these items that are just so perfect for the 
holidays. These are all under $50 bucks, and 
as such they may be a bit easier on the wal- 
et for that geek in your life that you love (I'm 
assuming that would be yourself). 


Enjoy the list (and treat yourself to some 
oliday cheer!) 


Hi-Bounce Mario Power Up Ball. $3.99 


#7 


Remember the crazy bounce of the super 
ball? Well they're back and bouncier than 
ever before. Order a few of these and go to 
town. 


For $3.99 each, get the whole set right 
here— http://tinyurl.com/Spm2ym 


Keep warm this winter with this fully real- 
ized Pac-Man hoodie sweatshirt. The print 
perfectly captures the game in all of its retro 
glory. Come on, you know you want this one. 
It can be purchased over at thinkgeek.com— 
here's an excerpt from the write up: 


"This full-zip, black hooded sweatshirt features 
an all-over print of Pac-Man. And we mean all- 
over. The hood is even adorned. The cuffs and 
inside are blank. Has two pockets in the front. 
Made from 8096 cotton, 2096 polyester." 


Get it here—http://tinyurl.com/4vag44 


Little Mario. Big Gift. $17.99 for the set 


Yet another Thinkgeek gadget, but hey, they 
really are coming through for my stocking 


GameRoom | December, 2008 7 


stuffer list, aren't they? These mini figures 
are all the rage in Japan and are considered 
highly collectible. (That is, if you're into col- 


Custom Donkey Kong rules, 4 Mario pieces and 
1 Donkey Kong & Pauline piece, and a loading 
tray to assemble the tower." 


lecting these sort of things.) 


Order it right here at 80stees.com— 
Tell me that you can resist the thought of a http://tinyurl.com/5teos9 
mini Mario sitting on your computer? Come 


on, admit it. You can see the appeal. Hallmark Pac-Man Arcade Ornament 


$18.50 
From the write up— 


"You get 5 figures in all including Mario with 
star, Princess Peach, Princess Rosetta, Electro 
Goomba and Bowser. Each stands about 2" 
high. No more scrounging through capsule 
machines in Tokyo." 


Sure, in Japan these sell for like, 50 cents 
each, but if you factor in the airfare to Japan, 
hotel, cab etc. to get them, $18 bucks is a 
bargain. 


Order your set here— 
http://tinyurl.com/6go8e9 


Donkey Kong Jenga. $25.00 


| don't even have to be funny or clever with 


By Orville Wilson. 4 1/4" H. 


See more here: http://tinyurl.com/4t58ed. 
Available in-store only. 


Retro T's Galore. Avg $20 each 


| scored 
with Епе 


How cool is this? A brand new version of 
Jenga featuring the ape himself, Donkey 
Kong. This looks like a toy straight out of. 
1982 and it scores points in my book of fun 
for that alone. 


| came across this over at 80stees.com, and 
From the description, this seems like a guar- 
anteed purchase for any self-respecting retro 
game lover: 


"Build your Donkey Kong themed Jenga tower 
the traditional way or climb the girders with 
your Mario mover and save Pauline from Don- 
key Kong in a new and even more challenging 
way to play. Custom Mario, Donkey Kong and 
Pauline playing pieces and a Donkey Kong- 
themed spinner are included for alternate 
game play. The games includes the following: 
54 black hardwood blocks decked out with the 
iconic Donkey Kong girders, custom Donkey 
Kong Jenga spinner, traditional Jenga and 


Also from 80stees.com comes this huge col- 
lection of awesome and funny retro gaming 
T's. They have it all, Coleco, Atari, Nintendo, 
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this one. Go buy 2 or more. Battery operated. 


Sega. You get the idea. They also have a re- 
ally fun collection of arcade specific Tees that 
will have the ladies knocking on your door 
at all hours in the dark of night. Ok, maybe 
I'm exaggerating just a bit. But these Tees are 
cool and you're sure to find one that you'll 
like. Order yours here: 
http:;//tinyurl.com/yvkn6t 


Bizarre Japanese Video 


п me 


Realistically, many of the videos that come 
out of Japan are confusing to Western audi- 
ences, but despite its weirdness, you have to 
check this video out. It's what appears to be 
а live recreation of a Pac-Man game being 
played out on a Japanese Game show. You 
will clap in delight as Pac evades the ghosts. 
The video features a wonderful laugh track 
that simply adds to the merrymaking. 


Think my description is weird? Now watch 
the video (trust me, it's as weird as it gets): 
http://tinyurl.com/244k3w 


A Miniscule Pinball 
“Problem” Solved 


As portable gaming devices, pinball ma- 
chines stink. They really do. Why? Well you 
simply can't take them with you wherever 
you go. Unlike video games that you can 
download to your on-the-go gadget (such 
as an iPod or phone), pinball machines are 
simply not practical to carry around. 


Well, I'm happy to say that yet another gam- 
ing problem has been solved by science. 
Scientists have created a rudimentary pinball 
machine using platinum atoms, controlled 
via a stream of electrons. 


Ok, so it's not quite ready for primetime yet, 
and you'd need an electron microscope to 


even see it, but at least the finest scientists 
in the world are actively working on ways 
to make pinball portable even at the atomic 
level. Here's an excerpt from the website 
Newscientisttech.com: 


^A pair of pinball flippers, made from just two 
platinum atoms and controlled by streaming 
electrons, can adopt four different positions... 
once a staple of cafes and student bars, pinball 
has now been sidelined by video games. But in 
one nanotechnology lab the game is experi- 
encing a revival, thanks to an "atomic pinball 
machine" Two "flippers" made from pairs of 
platinum atoms are made to move back and 
forth by firing electrons at them. All that is 
missing is the ball, says Harold Zandvliet at the 
University of Twente in the Netherlands." 


Read all about it here: 
http://tinyurl.com/48jrz5 


UK Arcades May be Forced 
to Close by Government 
Order 


Arcades in South Wales are under siege by 
the British government, who have been ac- 
tively trying to crack down on what used to 
be legalized gambling. These new laws seem 
to me very similar to the type of scrutiny 
that our own pinball industry experienced 

in the 1940's, when companies were forced 
to eliminate the potential gambling aspect 
of pins. 


The government has already forced arcades 
to reduce payouts on their slot machines 
and other related conditions were forced 
upon the arcade owners. The problem is that 
this has affected overall traffic at gaming ar- 
cades and may literally force many (possibly 
all) arcades to close in the near future. 


Here's an excerpt from BBC News: 


“Amusement arcades at seaside resorts in 
Wales could be forced out of business this win- 
ter because of changes in the gambling laws, it 
is being claimed...” The British public is saying 
‘We've been playing on gaming machines for 
more than 50 years, the entertainment value 
ууе үе previously experienced is simply not 
there any more...” This was not the objectives 


of the new act — it wasn't to close down busi- 
nesses, it wasn’t to take away entertainment 
value. But that’s what happened.” BACTA also 
supports members in the well-established 
manufacturing sector based in south Wales, 
which it says is also being hit as arcade owners 
stop investing in new machines.” 


For the full details, head on over to the BBC: 
http://tinyurl.com/4yo7xd 


Sega Rally 3 Arcade 


From one of my favorite new related web- 
sites, Arcadeheroes.com, comes news of this 
fun looking new machine by Sega featur- 
ing Rally 3. The game is basically an arcade 
version of Sega Revo that was released on 
consoles, but in typical Sega fashion this 
new machine is really quite the looker. Using 
the latest in video and motion controls this 
is sure to be a fun and exciting new game 
when it hits the arcades. 


From the website: 


“Sega Rally Revo and Sega Rally 3 were devel- 
oped side by side, and as a result they share 


many of the same assets - the music is largely 
the same and art is shared between the two. 
The game is an important project for Sega 
Amusements Europe, as the software has been 
wholly developed in Europe and is the first 
attempt by the branch at creating a motion 
cabinet.” 


See more photos right here: 
http://tinyurl.com/6n6djl 


Benningan's Bankruptcy 
Affects Operators 


From Replay.com comes another example of 
the chill that the economic crisis has across 
the board. The recent news that Bennigan's 
was going to liquidate caught many folks off 
guard, and many people's initial reactions 
ranged from indifference to shocked. 


But, in another example of how our world 

is interconnected, | came across this article 
that talked about the effect that the bank- 
ruptcy had directly on arcade operations 
across the country, because of gaming ma- 
chines that were (and in some cases still are) 
on site at the 150 closed locations. 


The arcade operators are going to have to 
fight for their machines and prove owner- 
ship, so that they don't get liquidated along 
with other Bennigan's assets. 


From the article: 


"The bankruptcy liquidation includes 150 
corporate Bennigan's and Steak & Ale loca- 
tions owned by Plano, TX,-based Metromedia 
Restaurant Group. The bankruptcy does not af- 
fect 138 franchise locations, which will remain 
open. 


A spokesperson for The Pelican Group, which 
manages vendor relations with Metrome- 
dia, said they were working closely with the 
bankruptcy trustee "to get into each location 
and get the equipment out, a very laborious 
ordeal.” 


http://www.replaymag.com/ 
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Tommy Blinders 


From pinballnews.com comes this an- 
nouncement of a brand new product to 
replace the broken or worn blinders and 
related parts on the Tommy Pinball machine. 
| personally have never played the Tommy 
machine (sorry!) and | certainly didn't know 
about this really crazy feature on the ma- 
chine itself, part of its Wizard Mode. 


Now | know that many of you are pinheads, 
but for those of you like me who were not 
aware of it here's what would happen— the 
machine would activate two plastic covers 
that blocked your view of the pinball flip- 
pers. This of course forced you to use your 
Tommy "magic" powers to hit the ball before 
it drained down the middle. Obviously that 
can't be easy, but | have to admit that's a 
pretty cool concept and way to connect the 
game to the movie. 


Here's an excerpt from the on line review of 
the product: 


"Like all great pinball toys they have a real 
‘wow’ factor - especially for players who have 
not seen them before... unfortunately like all 
great pinball toys, the blinders can also suffer 
problems which will prevent them working 
properly – they may slip out of correct align- 
ment, or open and close at the wrong time. 
This is often a direct result of faulty or failing 
components on the small Servo controller 
board, which sits underneath the apron to 
the left of the blinders. This board includes 
amongst other components two potentiom- 
eters that are important for adjustment of the 
blinder open/close position and which unfor- 
tunately are prone to unreliability with age... 
This redesigned controller board from Tom van 
der Mast we're looking at here is a solution to 
that problem." 


Enjoy the full review here: 
http:;//tinyurl.com/3ljó5r 


Buy the parts right here at pinnovations.nl, 
for about $62 USD: 


http://www.pinnovations.nl/usuk TBSPCB. 
htm 
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Batman In-Depth Pin 
Review 


Also from pinballnews.com comes yet 
another excellent in-depth review, this time 
of the new Stern Batman pinball machine. I 
personally haven't yet played it, but I really 
love the theme and design. Now that Stern 
has Batman and Spiderman pinballs, where's 
their take on Superman? Now that would 
make quite the set for a home game room to 
have all three. 


Any way, the review covers everything in 
depth including all of the toys, art, sound ef- 
fects and much more. In typical pinballnews 
style they've done a great job capturing the 
flavor of the machine for you to enjoy, but 
the video really helps too! 


Here's an excerpt from the review: 


"The 0.7 version we are reviewing is missing 
large chunks of rules, dots, sounds and lighting 
effects. So to be fair to everyone concerned, we 
will review this initial release running version 
0.7 software and then update it as the software 
becomes more complete. There will not be any 
major changes to the game's hardware or art- 
work though, so this first part of the in-depth 
review will remain virtually the same.” 


Enjoy the full review right here: 


http://tinyurl.com/Sruzk9 


Controllers and Gadgets 
Everywhere 


Open your game closet and look around. 
Just how many of those controllers that 
sounded so cool and “useful” do you have? 
I've been known to purchase dozens of 
these gadgets over the years in my effort 
to bring home the arcade experience, and 
while some came close many ended up in 
storage. Hmm, let’s see what do | have here 
in my closet —a “U Force" NES Controller, a 
BeatMania Keyboard, a dance dance revolu- 
tion mat and about a dozen other various 
"advanced" console controllers. You get the 
idea. 


Well, at least I'm not alone. Apparently we're 
all add-on crazy, as noted by this MSNBC ar- 
ticle. According to them, these gadgets have 
morphed into a $1.3 billion industry. 


Here's an excerpt from the online article: 


“А new generation of controllers is leading to 
more immersive gaming experiences for wider 
audience... According to The NPD Group, the 
official bean-counter of U.S. video game sales, 
consumers spent a record $1.3 billion so far 
this year on plastic guitars, steering wheels 
and other add-ons, the result of games like 
"Wii Fit,” "Guitar Hero,” "Mario Kart Wii" and 
"Rock Band." 


Read the full article here with many neat 
photos: 


http://www.msnbc.msn.com/id/26859725/ 


Rock On 


This seems so cool and geek chic—I just 
wish the price wasn't so darn high. In related 
news to the above article comes one of 

the most elaborate add-on's I've ever seen. 
This is a full sized wood guitar designed for 
the game Guitar Heroes. Created by Peak 
Products, and selling for $179 at Circuit City 
nationally. You can rock out using this guitar, 
manufactured by an un-named company 
that actually makes regular guitars. 


The guts are all arcade controller based and 
currently they only have one version (with 


Alltek Systems' Ultimates 


Ultimate Lamp Driver Board 


ғ. Only pinball replacement board to use the latest surface mount technology and 


also have through-hole spacing for standard parts. So if you want to repair the 


board yourself, you can use old-style parts; 


+All connectors labeled for easy troubleshooting. 
+ Plug and play replacement that you expect from the Alltek systems products» 


Same mounting holes: 


+ Longer connector pins that make fora betterconnection. 


+ All important signals now have test points. 


Replacement Boards that go beyond the originals! 


Ultimate MPU Board 


Over voltage protection circuit. 

Auto-resettable fuse protection. 

On-board Self-Test button. 

All late model Bally* and Stern? pinball machine proms preprogrammed in a Single Chip. That's over 90 
Games on one chip, the most games of any replacement board on the market. Just select the game you 
want using а dipswitch. 

‘Only replacement board to work with -17, 33, 100, 133, and 200 series games. 

Only replacement board that includes Free Play software for all Bally machines. 


+ Lifetime warranty – see website for details 


* Designed by Engineers who are pinball experts. + Lifetime warranty = see website for details 
„The best after-sales support and warranty in the business with over 40 years of experience. 
< An improved diagnostic program that enhances troubleshooting with our ULTIMATE TEST CARD. 


+ Over a dozen other enhancements easily make the Ultimate MPU Board the favorite industry choice. 


The Ultimate Lamp Driver Board 
$ 99.95 

The Ultimate MPU Board 
$199.95 


The Ultimate Solenoid 
Driver Board 
$149.95 


All boards can be purchased direct from Alltek Systems 
www.allteksystems.com 


Or send payment to: 
Alltek Systems, 1300 Woody Ridge Ct, Chesapeake, VA 23322 


(Please add $9.95 for shipping. International orders must pay applicable postage via air) 


Also available from our distributors: 
www.marcospec.com (803) 957-5500 
www.pbresource.com (845) 473-7114 
www.bayareaamusements.com (408) 416-3628 


+ Noneed for batteries: 100 year Non-volatile Data Retention. 


Е Baby Pac-Man* Medusa чата 
| Black Jack Mr. & Ms. Pac-Man Big Game 
3 Black Pyramid Mystic Catscomb 
E BMX Night Rider Cheetah 
E Centaur Nitro GroundShaker c ic Dri 
: osmic Princess 
Centaur II Paragon Dracula : 
Cybernaut Playboy Dragonfist 
Dolly Parton Power Play Fli на 2000 B 
Eight Ball Rapid Fire Freefall B 
Eight Ball Deluxe Rolling Stones Galax : 
Eight Ball Deluxe Ltd Silverball Mania Hot паа 5 
Elektra Six Million Dollar Man Iron Maiden 5 
Embryon Skateball ieverbord: 5 
Evel Knievel Space Invaders Lectronamo s 
Fathom Speakeasy 284 Player Lightnin 
Fathom (New) Spectrum Magic : 
Fireball - Spy Hunter Memory Lane 
Fireball Classic StarTrek Meteor 
Flash Gordon Strikes and Spares Nine Ball 
Freedom Super Sonic Nugent 
Frontier Vector EO 1 
Future Spa Vector (New) Pinball 
Gold Ball Viking Quicksilver 
Grand Slam* Voltan Seawitch 
Granny в the Gators* X's and О5 Split Second 
Harlem GlobeTrotters Xenon Star Gazer 
ПЕЕ Non-Stern/Bally Stars 
m Games Stingray 
ings of Steel Sexy Girl Trident 
Lost World Bi SIT * i 
Mais Fen ig Ball Bowling Viper 
Black Sheep Squadron Wild Fyre 


Included Bally? Games 


* not compatible with the Ultimate Solenoid and Lamp Driver Boards 


Included Stern? 


different artwork choices) that works with 
the PS2 or PS3. 


This seems like a lot of fun to use in place of 
those silly plastic guitars, but | still think that 
the price is simply too high for this economy. 


1 say wait on the sidelines for the inevitable 
price reductions after this Christmas. 


Here's an excerpt from the press release: 


"Starpex boasts an instrument-quality, high- 
gloss lacquered finish with a hardwood body, 
neck, and headstock handcrafted by a leading 
guitar manufacturer giving the authentic 
guitar experience that Guitar Hero and Rock 
Band enthusiasts crave. Enjoy full Guitar Hero 
and Rockband Functionality for PS2 and PS3, 
unique Speed Star Power / Overdrive Button 
provides the fastest and most accurate access 
to Star Power and Overdrive. Additionally, built 
in tilt sensor technology allows users to access 
Star Power and Overdrive in a more traditional 
way." 

If you need it now, you can pick it up at your 
local Circuit City. 


"Official" National 
Videogame Archive opens 
in the United Kingdom 


FEATURES 


From Edge.com comes this article about 

the National Media Museum in Bradford 
announcing that they intend on establish- 
ing the world's first "official" videogame 
museum. Here in the states, we are lucky to 
have few dedicated folks like Tim Arnold of 
the Las Vegas Pinball museum and Jeff of the 
Videotopia collection, which features video 
games, but we still don't have a full-time 
museum dedicated to the games. 


While we wait for that day to come, | guess 
we'll have to envy our English neighbors 
From the this article excerpt: 


"Academics at Nottingham Trent University 
have teamed up with the National Media 
Museum in Bradford to establish what they call 
the first "official" videogame archive in the U.K. 
The archive will document the timeline from 
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early games like Pong to modern-day industry 
hits, and will be housed at the National Media 
Museum in Bradford, West Yorkshire. Along 
with “a treasure trove” of gaming consoles 
and cartridges, the games archive will collect 
industry-related items such as ads, magazine 
reviews, artwork and other pieces that reflect 
the culture and community surrounding 
games." 


Enjoy the full article here: 
http://tinyurl.com/64v6wu 


Star Wars Bar Top Project 


This seems like the project to watch over at 
Arcadecontrols.com. “Drawfull” has started 
what seems to be like a really cool new 
project in his quest to build a fully realized 
bar top version of the highly collectible Star 
Wars arcade vector game. The project is 
ambitious as the controller itself is actually 
quite large and deep requiring some very 
careful planning and design. 


As of the time I'm writing this, "Drawfull" 
unfortunately had stalled progress for a bit, 
but it appears as if it may be finished by the 
time you're reading this news item. 


From the Drawfull's posting at arcadecon- 
trols: 


“The yoke had been adapted to a B-Spec Labs 
AKI 3.0 - A nifty little dedicated analog inter- 
face... the PC is an Asus EEE running XP Pro... 
control: Original SW yoke and back plate. | 
am getting artwork from Quarterarcade and 
Arcadeshop.com... using 3/4" MDF and plan 
to recreate the bezel surround to match the 
dimensions dictated by the bar top... and I 


plan on painting the MDF and getting some 
bespoke artwork printed for the sides and 
marquee.” 


Check out the project's progress right here: 
http://tinyurl.com/5gzoom 


The Perfect Pool Table 


We all like pool tables, right? We all like go- 
go girls, right? Well, why not combine the 
two into the perfect blend of form and func- 
tion. In what has to be one of the most out 
there products I've ever featured in the news 
comes this custom stripper pole/pool table. 


It’s a Pool Table... 


...and a Stripper Pole! 


Now you have to wonder if the young lady 
dancing will ruin your game, but come on, if 
you have a girl dancing for you on your own 
personal stripper pole/pool table, will you 
really care about your game? 


Here's an excerpt from the Gizmodo write- 
up: 


“Today it's all about round tables with custom 
add-ons, like stripper poles, which is exactly 
what California-based JM Billiards is doing 
with their one-of-a-kind models. When the 
balls aren't sinking your way, toss 'em aside 
and take out the ones, because the night's go- 
ing to get interesting. Just don't try to do both 
activities at the same time, because eight-inch 
heels and 8-balls just don't go well together. 
And yeah, I'm still talking about playing pool.” 


Buy yours here, and please send us the pho- 
tos: http://tinyurl.com/62y79k 


Е For All Expo 


From Rob Welkner of Coin-Op.TV comes this 
news item about his Billy Mitchell interview 
at the E For All Expo. Come on— did you really 
think that | wouldn't mention Billy at least 
one more time in 2008? You can't escape the 
Billy. You just can't. 


From Rob: 


"E FOR ALL EXPO - Los Angeles CA Oct 3-5. The 
E For All Expo is a consumer show for fans of 
the video game industry of all ages. Not all 
the big game companies were present to show 
their wares but some came and showcased 
upcoming titles like Gears of War 2, Far Cry 2 
and Guitar Hero World Tour. The show gave 
fans a chance to meet and interact with some 
of the top professional gamers like Рата Пу. 
and the Frag Dolls. 


An eager fan of the video game industry could 
easily spend one day here checking out many 
cool things and even enter tournaments to 
win cash prizes but what interested me the 
most was the re-union of famed Donkey Kong 
players Billy Mitchell and Steve Wiebe. Billy 
Mitchell was at the show for only a few hours 
on the first day of the event in order to help 
support ‘The League of Legendary Gamers; 

a group of professional gamers consisting of 
Billy Mitchell, Todd Rogers, Fatal ty, TriForce 
and Justin Wong. 


The League was there to support their 'Feed 
The Homeless' cause in which attendees 
brought cans of food to the show to donate for 
a chance to play one of the gamers (and most 
likely get beat) at their game of choice. Walter 
Day was there to help kick off the opening 
ceremonies and introduce the gamers to the 
event. Billy Mitchell was surrounded by fans 
(or haters) eager to meet him and pose with 


him for a photo and since he doesn't get to 
travel to events that often on the West Coast 
this was quite a treat. 


Steve Wiebe, who made a name for himself 
with the film The King of Kong, was also sur- 
rounded by fans eager to meet and take pho- 
tos with him at the show though photo opts 
came few and far between as he was glued to 
the Donkey Kong machine eager to take down 
Billy Mitchell's world record. 


Walter Day helped mediate both booths and 
even got both Billy Mitchell and Steve Wiebe 
together for a friendly photo opportunity 
which is the first time the two have posed 
publicly together for a photograph since the 
Classic Gaming Expo in 2004. 


On the first day of the show Steve Wiebe 
managed to pull off a score of one million two 
hundred on the Donkey Kong machine which 
does not make him a world record holder on 
this title (that would be Billy Mitchell) but 

is groundbreaking as only a handful of one 
million games on DK have been witnessed in 
public. Photos: Michael Rodriguez / Robert 
Workman" 


Thanks Rob. That looked like a really fun 
event! http://coin-op.tv/ 


Surface Tension Arcade 
Coffee Table 


Check out this beautiful retro gaming table 
that is coming from England to our shores, 
as featured оп T3.com. Considering the 
economy, I have to say that | couldn't see 
them selling many of these though at the 
approximate USD cost of just over $4500 
each plus shipping. 


They may be expensive, but you can't argue 
with the craftsmanship. This table is beauti- 
ful and looks to have excellent specs. The 
main difference between this and similar 
tables is that, this one was created and built 
by an actual furniture maker, rather than an 
arcade company trying to build a table. 


From the article— 


“Furniture designer Surface Tension has 
something special in store for retro gaming 
fans... (their) new Arcade Coffee Tables look 
just like any ordinary coffee table. The controls 
are hidden in a drawer beneath the table, and 
the screen is concealed under a glass panel on 
top... the Arcade Coffee Table is compatible 
with a huge list of games. That's because what 
you're getting here is not actually a genuine 
bit of vintage arcade, but an elaborate MAME 
emulator." 


Read all about it here: http://tinyurl. 
com/5tu6bs 


Murder Most (Virtually) 
Foul 


In what has to be a true computing first, a 
woman in Japan may go to real jail for the 
virtual killing of her virtual husband. Huh? 


Apparently, a woman that plays a role play- 
ing game called "Maplestory" in Japan, found 
on upon logging in that her "husband" had 
abruptly divorced her. She immediately 
logged in as him (he had shared his pass- 
word with her) and deleted his character. 


It seems as if the Japanese take their gaming 
very seriously, as her virtual murder and 
logging into his account is punishable by jail 
time. Really? 
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Here's an excerpt— 


"Police reports explain that after booting up 
the 2D MMORPG Maplestory, the 43-year-old 
was shocked and angered at finding her virtual 
husband had divorced her. With no virtual 
plates to smash against the wall, the woman 
instead elected to login as the husband and 
completely delete his account. It is this illegal 
login that the police have reportedly based 
their arrest and suspicion on. Today the 
woman is in jail in the northern city of Japan, 
Sapporo, though she has not been charged yet. 
If a charge is put forward she will face up to 
five years of imprisonment." 


Read the gruesome details right here: 
http://tinyurl.com/6ctzIn 


Jersey Jack Joins Forces 
with Elaut 


Now this is a powerhouse team! “Jersey 
Jack” Guarnieri has taken his PinballSales. 
com company, which he founded in 1999, 
and merged it into one of the nation’s big- 
gest operating companies, Elaut USA, Inc, 
formerly Monduce, Inc. 


From the press release: 


Company President Neal Rosenberg spear- 
headed the merger which has been in the 
works for the past six months. Eric Verstraeten 
and his family which own Elaut in Belgium, 
owners of Monduce, were in a search for more 
than a year directed by Neal to find a new СЕО 
for the company. 


The new combined parent company will now 
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be known as Elaut USA, Inc. which Jack will 

be an equity owner of (as well as its CEO). In 
the next year the company expects to have 
combined sales in excess of $16 million and 
has a finger in every segment of the industry as 
a manufacturer, operator, distributor, service 
company and as a consumer enterprise which 
will continue selling through the www.Pin- 
ballSales.com web site which averages 2,300 
unique visits a day. 


"This is a natural fit for both companies" Jack 
commented. PinballSales.com has a revenue 
stream that evens out the seasonal aspect of 
location operations. It also gives the new entity 
a leader with a vision for the future not just 

in operating but in continuing to grow profits 
and continue to build a distribution network 
for the storied Elaut line of products in the 
United States. 


“Оиг buying power is about $5 Million dollars 
worth of amusement product in just the next 
year alone" said Jack. He continued, "There 
some very exciting opportunities for us ahead 
and we intend to capitalize on current market 
conditions to our advantage". "We are very 
optimistic and we will make our own luck. The 
harder we work, the luckier we will get. 


Elaut USA, Inc will have some new product to 
introduce at IAAPA this year. 


You can reach Jack via e mail at Jack@Elau- 
tUSA.com, or Jack@PinballSales.com or via 
landline at 732-364-9900 


Home Use Two-Player 
“Heads-Up Challenge” 
Video Poker 


Want to play some poker but don’t want to 
be bothered with things such as cards and 
chips? Check out the new Heads-Up Chal- 

lenge video poker machine: 


Heads-Up Challenge™ Non-Coin Model - Spe- 
cial HUC Free Play / Home Edition – Two-player 
automated poker cocktail table video arcade 


game was designed especially for home and 
non-commercial entertainment targeting 
homeowners, recreation rooms, social clubs, 
gamerooms, workspaces and any "free-play" 
areas of arcades, casinos, bars, and restau- 
rants. 


Now | don't know if this game is really worth 
the $5599.00 list price, but if you really, really 
hate setting up the poker table and having 
to clean up after the weekly game, this just 
might be a viable solution—that is, as long 
as you only have one poker buddy! 


http://tinyurl.com/58wsj7 


Got a Hot News Tip? 


New coin-op, game room, and retrogaming 
product releases, industry announcements, 
coming events, updates on stories we're 
tracking—they're all fair game for inclusion 
in the pages of GameRoom News. If you've 
got something you feel is news-worthy, 
please send it in! 


Send news tips to: 
news@gameroommagazine.com 


urekal I've invented 
the best pinball 
protection yet! 


Be sure to check out Cliffy's 


brand new post sleeves! 
Better! Stronger! More Colorful! 


fors 
Pinball Protec 
Premium 


Custom-designed and fitted ramp 
and scoop protectors, designed for 
your specific machine. Avoid future 

playfield wear, and cover existing 
wear. Make your game look great, 

and keep it looking great! 


р 1 
FABULOUS 
СА КТ ! 
[^ N HASIES 

A Gathering of Unique Жэ ч 


Ground-up Restorations « Pinball Machines - 
Arcade Games • Game Room Collectibles 
19641 Ventura Blvd., Таггапа СА 91356 
Phone (818) 761-2255 Fax (775) 367-2859 
By Appointment Only 
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The Pinball 


А a youngster, I was always fascinated by 
any kind of electro-mechanical gizmos, 
and went through the Erector set, chemistry 
set, radio kit building phases. I can't remem- 
ber when I saw my first pinball machine, 

but I'm guessing it was when I was 11 (the 
year was 1958). I remember going to Block’s 
drugstore in Baltimore to buy hypo (sodium 
thiosulfate) for a school photography experi- 
ment. There was a pinball machine in the 
corner of the store, and I became transfixed 
watching a teenager play. I also remember 
the penny arcade at Gwynn Oak Park, which 
contained many older pinball machines, as 
well as Peppy the Clown, Shoot the Bear, and 
other older classics. However, in Maryland, 
you had to be 16 to play pinball, so all I 
could do was watch. Shortly thereafter, I 
found an arcade in downtown Baltimore 
where I could play the gun games, baseball 
games, and so on, which would have to do 


until I turned 16. I found out this law didn't 


exist (or wasn't enforced) in Philadelphia, 
and I did get a chance play pinball during 


family visits to Philly, where I played at a 


corner store called Al’s. I clearly remember 
a Williams Nags at this location. My dad 
brought a shuffle bowler for our rec room 
when I was 12, and I remember being fasci- 
nated with its internal workings. 

I started collecting EM pinball machines 
in the mid 80's. My first purchase was a Bally 
Amigo, followed by a Gottlieb Bank-A-Ball 
(1965). 


I'm an electrical engineer by trade, so Ёх- 


ing and restoring machines came easily to me. 


I could really write another article on how 
my collection grew, but that's another story. 
Feel free to visit my game room at 


The Idea 


So, where did I get the idea to build a pinball 
clock? It's an interesting story, and along the 
way we'll meet some nice folks. Hang on, ав 1 
digress for a few paragraphs. 

It started last summer, when I had some 
business near Harrisburg, PA. While in the 
area, I decided to pay a visit to The Old Sled 
Works in Duncannon, PA. If you're not 


familiar with the Sled Works, it’s an antique 


as well as a sled 


mall in an old sled factory, 
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museum; but the best part is Jimmy’s Soda 
Fountain and the Penny Arcade. Jimmy’s 
Soda Fountain is a beautifully restored soda 
fountain, where you can order sandwiches 


and also get a real milkshake. The place is 


filled with antique advertising and nostalgia 
items. The Penny Arcade is an eye-popping 
collection of all kinds of arcade machines 
that are restored and playable. Please take 
an intermission right now to visit the site 
and while you're 

there, make sure you take Josh Kaplan’s 
excellent tour at 

. Josh walks you through 
the antique mall, as well as the soda fountain 
and penny arcade. If you're in the area, shame 
on you if you don't stop in here! 

At any rate, I met Jimmy Rosen, the 


owner and a great guy to boot. You prob- 


ably have seen some of Jimmys articles in 
this magazine, and may have run into him 
at a show. We had a nice talk about pinball 
and arcade stuff, and I left my card, which 
has my website address. A few days after the 


visit, I received an email from Jimmy. He 
had noticed that I had an old reaction tester 
in my collection. He had a similar one, and 
was having trouble with his, and he asked for 
some advice on fixing it. 

The reaction tester works like this: You 
drop a nickel into the slot at the top, and 
press the green button. Pressing the green 
button traps the nickel, and presses a suction 
cup to a plate in the back of the machine. 

A few seconds later the suction cup loses 

its suction through a small intentional leak 
(where the leather washer is), and the nickel 
will quickly start its descent down the verti- 


NORMAL {= 
SLOW 
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A“Reaction Tester” game 


cal channel. At that time, the player has to 
press the red button, which will capture the 
nickel in the channel, and display (roughly) 
how much time elapsed between the nickel's 
descent and the player's pressing the red 
button. The caption at the bottom of the ma- 
chine asks “ARE YOU A SAFE DRIVER?’ I 
assumed the machine was meant to be placed 
in a bar or pub, and I actually found an old 
item in a 1958 issue of Popular Electronics 
showing the machine on location. 

Well, Jimmy couldn't get the suction cup 
to stick on his machine, and asked me to 
look at mine, to see if I could figure out why 
his didn’t. I went down to the basement, 
dropped in a nickel, pressed the green but- 


ton, and wouldn't you know... mine didn't 


work, either! I took a look inside, and found 
the rubber suction cup had dry rotted and 
would no longer hold any suction. I assumed 
Jimmy had the same problem, so I let him 
know what I had found, and then proceeded 


to try and find a new suction cup that would 


work in the machines. 
I finally found an almost exact replacement 
at Crow River Trading Company. I had heard 


of this company before, and I recalled they 


carried parts for the ABT type gun games as 
well as parts and supplies for gumball and 
peanut machines. 
It turned out that one of the rubber feet 
they sold was just the right size and had the 


same threaded insert as the original on the 


reaction tester. I reported this news back to 
Jimmy, and he was kind enough to order the 


feet for both our machines. We replaced the 


suction cups on our machines, and got them 
both working again. 


Now, patient reader, here's the connection 


British ale houses are 
waging a war on 
drunk driving with the 
aid of a unique reac- 
tion meter. Drop a 3- 
pence coin into slot. 


Seconds later bell 
rings, coin drops 
down chute. Press 


button to stop coin. 
Halt it quickly and 
you get it back. Meter 
gives reaction time 
and distance саг 
would go before you 
touched the brakes. 


to the pinball clock. While on the Crow 
River site (http://www.crowriver.com/ 
coinop ), I saw a GTB Spin A Card backbox 
set up to act as a clock. What a cool idea! As 
I explored the site, I found that Crow River 
makes and sells these clocks using either a 
customer supplied head, or one they provide. 
They also offer various parts to build one. I 
decided I had to have one for myself. 
I also decided I wanted to try and build 
one on my own, for a number of reasons. 
First, I like to make stuff. It’s a great feeling 
to see something you make or build actually 
work. Second, I already had the hardware 


and software tools to design and build the 
clock. And lastly, as an electronics hobbyist 
(and ham radio hobbyist) I had a lot of the 
electronic and electrical parts already on 
hand that could be used for this project. 

At this juncture in the narrative, as they 
say in the literary biz, you kind reader, have 
a few choices, if you too want a pinball 


clock. If you're also an electronic hobb 


ist, perhaps the information in this article 
will inspire you to build one also. Or, if 

you don’t want to make one yourself, take a 
close look at the Crow River site, and then 

I highly recommend you contact Roger, the 
company’s owner. As I mentioned before, he 
can provide either the entire clock, or he will 
just sell you the parts you need to build your 
own. He's a great guy to deal with. As you'll 
see, I purchased a blank circuit board from 
him, and he provided me with some helpful 


information. I gratefully acknowledge Crow 


River Trading for both providing the idea for 
the pinball clock, and to Roger directly, for 


sharing the tidbit regarding zeroing the score 


reels, which ГП describe later. 


rss tnt 


This project was, for me, strictly for fun. I 
built the clock for my own enjoyment, and 
r 


ly never intended to market it or any 
parts of it. However, if you want to give ita 
shot, I'll be happy to provide schematic dia- 
grams of my design, a parts list, and software 


isting via email, provided you understand 


that there is absolutely no support beyond 
that. If you go it alone, you'll need to find 


the parts, and you'll also need a means to 


program the microcontroller. In all honesty, 
this is just a hobby for me, and not in any 


way а busine: 


Ihat being said, here's how the clock came 
to fruition. Along the way, ГЇЇ also point out 
some techniques I used that might be helpful 
to anyone fixing or restoring EM pinball 


machines. 


Scoping the Project 

Now that the idea was planted, the next step 
was to define and plan the project. In my 
mind, there were the following concepts that 
I had to define to make the clock. 

First, I needed to decide on the hardware 
and software platform for the clock micro- 
controller (the ‘brains’ of the clock) itself. 
Second, I'd have to come up with the inter- 
face circuitry to use between the microcon- 
troller and the score reels, relays, and chimes. 
This circuitry would change the 5 volt logic 
levels of the microcontroller to 25 VAC at 


the current levels to drive the solenoids, and 
the 6.3 volts for the lamps. Next, I wanted 
to build something to prototype the design 
with; and finally, I needed to find a suitable 
pinball backbox to put the clock in, since I 
didn't want to cannibalize one of my own 


machines for the clock. 
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Microcontroller Hardware 
and Software 
First, for the controller hardware and 
software, I decided to use one of the PIC 
(programmable intelligent computer) micro- 
controllers from the MicroChip company. I 
already had an IDE (integrated development 
environment) for this family of chips, and 
the PIC micros provide a very easy, inexpen- 
sive and fast way to develop an application. 
I had previously built a PIC controller to 
sequence the lights in the railroad signal that 
appears on my website. There are a number 
of companies who provide the components, 
tools, and prototyping parts for this family 
of chips. 
My development hardware is the EasyPic5 


from MikroElectronica. There are also other 


systems available from several different 


companies. Microchip also provides some 
excellent software tools. I chose the EasyPic5 
board because it seemed to provide the most 
flexibility in prototyping different hardware 
configurations. 

For the software, I decided to use PICBa- 
sic Pro, pretty much for its simplicity and 
speed of development. For this type of proj- 
ect, which is pretty simple from a software 
standpoint, PIC Basic is more than adequate. 
And I already had a compiler for PICBasic. 


The Interface 

For the interface from the 5 volt logic of the 
microcontroller to the 25 VAC coils in the 
score reels and relays, (or 50 VAC if I found 
a Bally EM head) the most straightforward 
way to do this would be using triacs (a semi- 
conductor switching device that will switch 
alternating current; they’re used extensively 
in lamp dimmers), opto-coupled to the logic 
of the PIC micro. This is a common tech- 
nique to interface logic with 120VAC line 
voltage. 

While looking at the circuit board on the 
Crow River site, I could easily tell that their 
design used this same methodology. Well, 
rather than reinvent the wheel, I called up 
Roger and asked if he would just sell me the 
blank PC board from his clock. My idea was 
to use my own parts in his board for this part 
of the circuit, and save the labor of wiring 
this part of the circuit myself. Roger was 
so I bought the 


more than happy to do this, 
board from him. This is a shot of the board 
after I added the MOC3021 opto-couplers 
(the white boxes) and the 2N6073 triacs 

(the six black and silver devices on the right 


side). The gray cable will connect to the PIC 
controller board. For those of you electronic 
minded folks who might be wondering, 
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I didn’t use RC snubber networks in this 
design; the triacs I used were well overrated 
and snubbers really weren’t needed for their 
use in this application, in my opinion. 


The Prototype Environment 

When I started this project I didn’t yet have 
the backbox I was going to put the clock in, 
but I did have a bunch of Gottlieb score reels 
from my junk box. I set these up on a 2 by 4, 
while I developed the hardware and software, 


x 
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until I could find a suitable head. 

For prototyping, I powered the reels and 
relay from a variac set to 25 volts AC output. 
А variac is a variable AC transformer, and it's 
an invaluable device for EM troubleshoot- 
ing. The knob sets the device’s output from 
0 to 120УАС, so I use it to test lamps, coils, 
step-up unit operation, and so on. They can 
be purchased from any electronic distributor, 
but you can also find them pretty cheap on 
eBay. 


AS SEEN ОМ: 41 CHICAGO Зима 
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Left to Right: The Clock board, 
те setting switches, and the 
clock board in operation 


Finding the Backbox 


I conducted the search for a backbox concur- 
rently with the design and construction 

of the electronics. I decided to narrow my 
search for a backbox based on the follow- 
ing criteria. Ideally, I wanted to use a single 
player EM backbox, preferably from the 

50% or 605. I'm really not crazy about a lot 
of the backglass art that surfaced in the late 
60's and early 70's with the pop-art designs 
and day-glo colors, so they were pretty much 
out. А two player might be ok; if I found 


one, I decided I'd add the date to the second 


I also wanted a machine with 


player displa 


four digit scoring. Even though the early 605 
3 digit system could still display the time 
correctly using the thousands lamp as the 


one’s digit for the hours, I thought it would 
be a better implementation with four digits. 
And of course, I wanted something relatively 
cheap, and the backglass had to be in nice 
condition. 

This search wa 


n't easy, and I had the 
hardware and software finished long before 
I found a backbox to put it in. I kept my eye 
on Craigslist and Mr. Pinball's classifieds, but 
no luck. 
Well, the magic moment happened at 
Allentown at the Pinball Wizards conven- 


tion last spring. I was browsing through the 

flea market area, and saw a Teacher s Pet with 
a pretty good backgla 
decided Га settle for that, because I г 


ss. I pretty much had 
lly 


ce was a 


wanted a home for the clock. The pr 
little high, but I thought if I waited around, 
the price would come down. 


Град already beent hrough the exhibit 


hall, and decided to take a stroll through 
the adjacent farmer's market to kill some 
time. I went back through the exhibit hall 
for a second look, and lo and behold, my eye 
was caught by a Magic City backbox, all by 
itself. Beautiful art, single player, four digit 
ust what I wanted! I held my breath 


scor 
as I casually asked, “So... how much are you 

asking for this backbox?” He named a price, 
and while my heart was racing, I ‘reluctantly’ 
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agreed. I was actually prepared to pay three 
times his asking price. So, I was happy with 
the find, and he was happy to have found a 
home for his backbox. I mentioned to him 
I'd be writing an article about it, and he 
scemed pretty excited about that too. 

Now that I had most of the preliminaries 
scoped out, it was time to do the real work. 


The Hardware 

"The heart of the hardware would be the 
electronic clock. To actually know what time 
the clock w: 


et to would require some type 
of display. I looked again at the Crow River 
implementation, and saw that design used a 
for 


four digit, seven segment LED displa’ 


the time, which I surmised was set with the 
manual switches. Then, once the clock was 
set, the reels would be set to that time. That 
seemed to make sense, so I decided to use the 
same philosophy. I had a 2 line, 16 character 
LCD display on hand, so 


that for the internal display to set the clock. 


decided to use 


I decided to put this display, along with push 
button switches to set the hours and minutes 


on a separate board connected to the main 


board with ribbon cable. I didn't feel che 


need to have a battery back up; if the power 
would fail, I'd just reset the clock. 

For the PIC micro, I happened to have a 
16Е877А chip on hand, so I decided to use it 
for the main controller. To glitz up the clock, 
I decided to sequence the match lights from 
0 to 9 as the seconds ticked by. Rather than 
Че up a bunch of processor I/O lines (input/ 
output), I added a 74H C4017 decade coun- 
ter and used Sprague ULN20314 interface 
drivers to drive the lamps. 


Incidentally, the Sprague devices have been 
obsolete for a long time; I just happened to 
have a bunch on hand. Keep in mind that 
the £47 lamp needs about .15 amps, and a 
#44 lamp needs about .25 amps, so if you 
decide to build on your own, whatever you 
use needs to sink that amount of current. A 
National Semiconductor DS2003 will do the 
trick, and it's still available. 


For the microcontroller I/O, I'd need one 
output for each score reel digit, one for the 
zero relay, one for the bell, and one to clear 


ond counter back to zero. 


the decade : 
I decided to put those components of the 
clock on a separate board also and mount it 
right on top of the Crow River board. Now, 
to initially set the clock, I had to figure out 
a way to determine the positions of each of 
the score reels. My first thought was to use 
score reels with that are used for the higher 


decades that have a circuit board which 


contacts a wiper on the reel, and reports 
back the actual position. In actual use in a 
pinball machine, this method would be used 
to determine a winning score, or determine 
the match digit. However, this would involve 
10 input lines for each reel or 40 lines, even 
if multiplexed wouldn't be trivial. When I 
spoke to Roger at Crow River, he suggested 
what I should have realized immediately. If I 
connect the score reel solenoids in series with 


the 


sro switch on the score reel, and pulse 
it ten times, I'll know that the reel will be in 
the zero position, regardless of what position 


| 


it started in. From there, I could step up each 
гес! to match up with the microcontroller 
time. To do that, I used a 4 pole, single throw 
relay from a junk machine. 

To provide power, I used a SVDC 
power supply for the logic circuits, a separate 
5VDC supply cranked up to 6 volts for the 
scene lamps in the backbox, and a 120УАС 
to 24VAC step-own transformer for the reel 
solenoids, chime, and relay. These choices 


were made pretty much based on what I had 


laying around. 

For controls, I decided to use three 
controls on the outside of the backbox. I 
added a double pole single throw switch to 
put the clock in the ‘sleep’ mode. This switch 
turns off the scene lights and disconnects 
the 24VAC from the solenoids. This saves 
wear and tear on the backglass from the 
heat of the lamps, and also it's a safeguard if 


something happens and one or more of the 
ason. I 


solenoids stays energized for any 
added a push button to be the ‘syne’ or ‘wake 
up’ button. Pressing this button sets all the 

score reels to zero, and then steps them up to 
match the current time kept by the micro- 

controller. I added another switch to disable 
the chime while the clock is running, just for 


convenience. 


The Software 

As previously mentioned, I used PicBasic Pro 
from MicroEngineering Labs as the program- 
ming language. In the sample applications 


that came with the compiler, there was a 


the microcontroller 


clock program that u 
crystal as time base and generates a clock 
function using what's known as timer inter- 
rupts, which are beyond the scope of this 
article. I pretty much used this application as 
is as the basis for the timekeeping function. 
The next step was to write the program 
code that WOU. d convert the base ten score 
reels into a clock format. In other words, 
every minute, ГЧ send a pulse to step on the 
ones digit on the minutes reels. If the digit 


was nine, ГА also step up the tens digit. And, 
if the tens digit were a 5, and the one’s digit 
were a 9 (indicating the minutes were now at 
59), I'd step up the ones digit for the hours, 


and return both the ones and tens minutes 


reels to zero. 

I used the same logic at 12:59, so that the 
next minute would set the clock to 1:00. I 
also decided to stay with a 12 hour format. 
On each hour, I energized the chime sole- 
noid to ring the number of hours. 

I hooked this up to my prototype set up 
to test and debug it. Being a relatively simple 
software program, it only took a few hours to 
program and debug the software. 


Building the clock 

Now, of course, comes the fun part. To 

build the display board and microcontroller 
board, I used a combination of wire wrap 
and point to point wiring. I used ribbon 
cables to connect the boards together. The 
PIC micro contains almost all of the needed 
circuitry. I just added the decade counter and 
lamp drivers. I mounted these on top of the 


Crow River board, and that completed the 


electronics. 


The backbox cabinet wasn't in really great 
shape, so I decided to strip the paint and 
then try and repaint red and blue design. I've 
never done that previously, but the original 
design is a simple geometric, so I thought I'd 
take a crack at it. I’m sure there are much bet- 
ter techniques than the one I used here, but, I 


wasn’t looking for perfection. 

I took everything out of the cabinet, and 
then used regular paint stripper on the out- 
side. I used several coats of Krylon right out 
of the can for the base white color. I made 
some stencils out of poster board to duplicate 
the original design, and then filled them in 
with red and blue Krylon, My first attempt at 
making a stencil was pretty crappy. A couple 
of tries later, I did a little better. All in all, it 
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The final stencil work 


Cleaning the score гаа! 
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didn't turn out too bad. The original Magic 
City had the front bezel area painted black. I 
thought it looked better all white, so I didn't 
paint the bezel. 
With the exception of the score reels and 
the bracket that holds them, there was noth- 
ing else in the backboard mechanism that I 


was going to use, so I just pulled eve 


out, along with all the wiring, and decided to 
wire everything back up from scratch. 


I took apart each score reel, and cleaned 


and lubed all the moving parts. rybody 


seems to have different opinions on what 
works best for this, and what doesn’t. In 


my case, I used Gunk degreaser, and white 


lithium grease. I used Greased Lightning 


cleaner for the plastic reels, and then applied 


a coat of Novus polish. I then cleaned the 
zero switches, and removed the end of stroke 
switches, which I didn’t need (since the 
controller would pulse the reel for a fixed 
amount of time). I also decided to scratch the 
zero off the tens digit of the hours score reel, 


so that the time would appear, for 


:xample 


3:12, rather than 08:12. I removed the 


as 
wiring that went to the score reels, and to 
clean the solder out of the lugs, I found that a 
toothpick does a great job. 


When I had the backglass off, I noticed 


something peculiar. There were areas in the 


picture in the lower right hand corner that 
were translucent, but didn't seem to have 
any corresponding illumination behind 
them. The scene lamps were only in back 
of the fountain, the name, and around the 
score reels. The lower right hand corner of 


the backglass just didn't get lit up. It seemed 


Some extra lights added a lot of detail 


a shame to leave it this way, зо 1 added five 
lamp sockets and lamps to the frame to light 
up thes 


areas. This adds quite a bit of detail 
to the scene, especially the bus and the mar- 
quees on the stores in that area. 

Em really wondering if there's another ver- 
sion of Magic City that has additional lamps. 
If anyone knows of one, please let me know. 
Perhaps the add-a-ball version Magic Town is 
different. 

Next step in the construction was to 
mount the power supplies, circuit boards, 
and chime to the wooden back frame, and 
complete the wiring. I hacked out a cutout 
on the left side to mount the switches for the 
bell, sleep, and sync. 


And there you have it. This makes a great 


addition to my game room, and was a heck of 


alot of fun to build. 


What time is it? Ira Wexler and his daughter Пузза know! 


Think Again! You Need 
PinCab Protectors 


Unprotected 
The damage is done, 
and it only gets worse 


PinCab Protectors 
cover up existing dam- 
with each additional damage to the cabinet age and prevent any 
game played! is visible. further damage. 


7 om Protect Your уе пете 
22 Order Todayl 


With the leg removed, 
the full extent of the 


Ге а 
Other goodies available, 
such as this Addams Family 
Electric Chair Hole Protector! 


mrpin@pinballfanatic.com 
Phone: 801-944-8505 


CCME 


Cleveland Coin Machine 


LA J Exchange, Inc. 
Inventory Clearance! 


Rockola Limited Edition Yellow Submarine Jukebox 
(only 100 in existence) 

MCI Safe (Manufactured in the 80's) $2,095 
Sega Lost in Space pinball $4,095 


$11,995 


Atari Airborne Avenger backglass $195 
2 Stern Cleveland Browns mylar translite @ $150 
4 Bally МВА Fastbreak mylar translite @ $99 
1 Stern Green Bay Packers mylar translite @ $150 


Stern Lord of the Rings - Beautiful condition 

Stern Austin Powers 

Stern Terminator 3 

Stern Roller Coaster Tycoon - Great looking 

Gottlieb Chicago Cubs Triple Play 1985 

Williams Star Wars Episode 1 video/pin only used in home 
Williams Monster Bash – 

Great shape/some peeling where legs attach 


Namco Sea Quaizy 

ICE Stop the Clock 

ICE Flinstone Redemption pinball (oversized/unusual) 
Lazertron Ticket Track - great looking 
Andamiro Musical Chairs Prize Version 
Andamiro Shoot It Up Basketball 
Planet Earth Fling Shot 

Lazertron Qwack Attack 

Lazertron Twister 

Island Design Tortoise and Hare 
Lazertron Fire Stomper 


Sega2 player Title Fight – Great looking $1295 
Mechtronics Fire Escape - Unusual / like new $1095 
Namco Ms. Pac-Man/Galaga 20th Anniversary - like new $1595 
Namco Ms. Pac-Man/Galaga 20th Anniv. Cocktail - like new 52295 
Williams Joust – Original $595 
Atari Centipede - Original $695 


3 Ice Kiddie Coasters @ $1995 


Packing: Used games $75 • Backglasses (wood) $25 « No charge for mylar 
Payment: We Accept Visa, MC, and AMEX · All prices quoted fob Cleveland. 


Contact: Mike Wilson Phone: (440) 525-5019 
Cell: (216) 225 7343 Email: mwilson@ccme.net 
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Have Melissa carve your own 
custom sign, or choose from 
dozens of unique designs! 


СатеКоот Readers save 2090 


With СҮЙ = = Code: GR2C 


Check out our site for more 
great game room corvings! 


(218) 206-2700 


Тре 2" Annual Pacific Pinball Exposition 


he hundreds of strings of tiny white 
lights artfully draped from the ceiling 
high above might have passed for stars in 
the heavens on a cloudless Caribbean night. 
But the scene that lay below was a warm and 
welcoming island of a very different sort—a 
pinball paradise. 
The venue was the Marin County Civic 
Center in San Raphael, California. The 
date: October 24 through the 5". The oc- 
casion: the second annual Pacific Pinball 


Exposition—a record-breaking gathering of 


collectors, players, historians and enthusiasts. 
Anda resounding message, to pinheads of 


every stripe, that American pinball shows 


have finally come o age! 


PINBALL PROMOTERS 


Months of preparation resulted in new stan- 
dards of show management and execution 
under the direction of Founder and Execu- 
tive Director of the Pacific Pinball Museum 
Michael Schiess; Pinball Revival owner Jim 
Dietrick, originator of the show; and event 
planner and coordinator Lisa Bullwinkel. 
Working side-by-side, the 12 Directors 
of the Pacific Pinball Museum in Alameda, 
employees of Pinball Revival in Novato, and 
more than 50 volunteers, staged the most 
well-orchestrated pinball show in history. 
While carefully written and targeted Press 
Releases from Museum Director Melissa 
Harmon, along with her oversight of the 
raffles and ticketing operations, helped secure 
the show's seamless character and record- 


breaking attendance. 


PINBALL MACHINES 


A tireless show team managed to deliver an 
unprecedented 351 fully functioning amuse- 
ment machines to the expo floor and keep 
virtually all of them running properly to the 
delight of more than 2,500 show attendees. 
Special recognition is due Chris Nash, the 
"Pinball Doctor; for che Herculean task 

of getting so many Pacific Pinball Mu- 

seum machines working by show time and 
throughout the 4-day event. Assisting Chris 
as “roving techs” and trouble-shooters were 
“Bear” Катагой, Chris Kuntz and Greywolf, 
three pinball-savvy gents who also generously 


shared their knowledge with attendees dur- 


ing well-attended speeches and presentations. 


Asa veteran of dozens of pinball shows, 


I can honestly say, I've never experienced 


another that even approached this one. 
Almost certainly, the show featured the 
largest number of working pinball machines 


available for play in a single location since the 


games invention in 1931! 

Show games ran the gamut from Mon- 
tegue Redgrave's 1870s proto-pinball 
Improvements in Bagatelle to current Stern 
releases Shrek and Indiana Jones. All three 
of Rockola’s 1930s monster hits were there 
from the collection of Museum Director Dan 
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Miller: World's Fair Jigsaw, World Series, 
and the seldom seen Army and Navy. Fifties 
fans were treated to 35 woodrails including 
Queen of Hearts, Knockout, Dragonette, 
Balls-A-Poppin’ and Gusher, virtually all of 
them brought to the show by Director and 
passionate collector Larry Zartarian. Larry 
also brought a huge selection of Gottlieb 
wedgeheads so that 60s junkies could, once 
again, enjoy that familiar rush from favor- 
ites like Slick Chick, Majorettes, Subway, 
Kings & Queens and all five of Gottlieb’s 
“Flipper Series” games. The 70s, 80s and 90s 
were equally well represented with peren- 
nial favorites like Bally's Wizard, 8 Ball and 
Twilight Zone; Williams Black Knight, 
Diner and Medieval Madness and Stern's 
The Sopranos and Pirates of the Caribbean. 
Michael Schiess, Executive Director of the 
Pacific Pinball Museum and founder of the 
Lucky Ju Ju Pinball/Art Gallery brought 
more than 130 games to the show. They 
included all 37 of the JuJu’s machines, in ad- 
dition to a sampling of early mechanical pins 
Ms and 
late 70s and 80s solid-state machines from 


from the 30s, scores of 60s and 70s 


Michael’s spectacular collection. 
. of the 351 
working games, 341 were pinball machines, 7 


For those who like statistics.. 


were rifle or gun games and 3 were miscel- 
laneous arcade pieces. Another observer, later 
in the show, set the number of pinballs alone 
at 372. For a complete list of the games fea- 
tured at PPM Expo 2008, e-mail pinhead@ 
ujuju.com. 


PINBALL INNOVATORS 


In addition to the above line-up, several one- 
of-a-kind pinball machines were featured in 
a special exhibit area. Among them, the now 
famous "Clear" or visible pinball, fashioned 
after Gottlieb’s Surf Champ. This first ever, 
26 
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transparent, clectro-mechanical marvel was 
built to reveal all its working parts! 

Close by, stood one of the five custom- 
built Рипбай pinball machines. Based on 
Gottlieb's North Star, Punball's graphics 
consist entirely of satiric artwork by world- 
renowned Marin County artist William 
Wiley. Intended to warn us of the imminent 
dangers of global warming, Punball is the 
result of a two-year collaboration between 


Wiley and a celebrated interdisciplinary 
team of patrons and craftsmen. Art collectors 
have purchased all five of the handcrafted 
Wiley Punballs. 

Another spectacular one-off pinball 
machine, The Hellacopters, rounded out the 
custom-built game area, this one hand-craft- 


ed by Wade Krause, artist Dirty Donny and 
Rolfe Britian. 


In addition to providing attendees with 


an almost endless choice of games to play, 


the PPM Expo was dedicated to promoting 
membership in the Pacific Pinball Museum 
and advancing understanding and apprecia- 


tion of pinball art and science. 


PINBALL ART 


ay Area muralist Dan Fontes and scenic 
artist Ed Cassel both displayed immense 
re-creations of pinball and related artwork 
on wall-hung canvases more than a story in 
height. Fontes’ work included renderings of 
backglass art from Gottlieb’s 1951 Mermaid, 
1964 Majorettes and United's 1958 Sky 
Raider rifle game. Cassel’s work featured 
backglass recreations from four later games: 
Bally Double Up and Gottlieb Scuba from 
970 and Bally Fireball and Gottlieb 2001 
гот 1971. 


In addition to the wall hangings, there 


were four 


cellent pinball photographs 
by Kevin Те from the Nanami Gallery 


displayed for sale - one of which featured 


close-up graphics from Gottlieb’s seldom 
seen 1951 Globetrotter. 


PINBALL SCIENCE 

Pinball science was also well represented 

at the show with five, interactive, museum 
exhibits from San Francisco's Exploratorium. 
Several exhibits demonstrated aspects of pen- 
dulums, the basis of pinball tilt mechanisms. 
Another, The Pinbowl, a giant, polycarbon- 
ate Бом with bumpers and neon created by 
Michael Schiess, demonstrated chaos theory 


and proved particularly mesmerizing. 


PINBALL SPEAKERS 

Throughout the weekend an impressive 
group of speakers gave presentations touch- 
ing on virtually every aspect of pinball ap- 
preciation beginning with Hans Milberger’s 
Friday evening talk How to Purchase a 
Pinball Machine. 

Saturday’s presentations included The 
Pacific Pinball Museum’s Goals & Vision 
xecutive Director Michael 


by the museum’s 
Schiess; Pinball Repair & Maintenance 

by author “Bear” Катагой; Pinball Art 

by Gordon Hasse; The Punball Project by 
William Wiley, Joe Sweeney, Wade Krause 
and Jim Dietrick; This Old Pinball by Clay 
Harrell, and Solid-State Repair by Chris 
Kuntz of T Minus One. Saturday’s presenta- 


tions concluded with an 8 PM showing of 
Greg Maletic’s film “TILT: The Battle to 
Save Pinball”. 

Sunday’s presentations were equally 
informative and included Pinball Simula- 
tion by Greywolf; Cabinet Restoration by 
Tim Meighan; Backglass Murals by Dan 
Fontes, Ed Cassell and Larry Zartarian; This 
Old Pinball – Part II by Cla 
Pinball 2000 by Greg Maletic. 


Harrell and 


PINBALL CONTESTS 

While most attendees played their favorite 
games for hours on end, many took time to 
participate in the Expos 5 pinball tourna- 
ments. As previously mentioned, current 
World Champion Keith Elwin hosted the 
contests. The five categories included: Singles 
“A” Division, Singles “B” Division, Singles 
Kids’ Division, Split Flipper Doubles and 
Doubles Pinball Fun Bingo. 

Prizes were awarded in each division with 
the top prize in Singles “A” being a beautiful- 
ly restored 1977 Bally Eight Ball. First prize 
winners in both the “A” and “B” divisions 
also received a Professional/Amateur Pinball 
ge. All 


other contest prizes were a percentage of the 


Association (PAPA) registration pa 


entry fees collected for that tournament. The 
sion where the 


exception was the Kids’ Di 
top prize was 10 Lucky Juju Pinball Mu- 
seum/Art Gallery admission tokens, second 
prize a T-shirt and third prize a poster. 


PINBALL VENDORS 


No discussion of the PPM Expo would be 
complete without a mention of the many 
vendors selling pinball and related items. 
Notable among them were pioneer pinball 
researchers Donald Mueting and Robert 
Hawkins offering backglasses, flyers, back 
issues of coin-op magazines and their land- 
mark publication, the encyclopedic Mil- 
lenium Edition Limited Pinball Collectors 
Resource. Discussions with Don and Rob 


revealed that they are currently involved in 
the daunting task of organizing the massive 
archives of their late friend Russ Jensen. 
Pacific Pinball Museum Director Jim 
Dietrick and his crew from The Pinball 
Revival Company were there in force, help- 
ing out wherever needed, and offering arich 
selection of beautifully restored machines 


or sale along with t-shirts, hats, posters and 
other pinball paraphernalia. In addition 

to serving as one of the chief organizers, 
vendors and mechanics at the show, Jim also 
brought 7 games from his personal collection 
of 1960s machines for viewing and play by 
expo visitors. 

Director Jem Gruber, who also serves as 
ost each Friday night at the Lucky Ju-Ju 
Pinball/Art Gallery, put in long hours at the 
Pacific Pinball Expo booth selling t-shirts, 
posters, hats and other Expo collectibles. 
Additional vendors included Hans 
Milberger of The Games People, Inc., Tony 
age of Silver Ball Amusement, Martin 
Curry’s Pin Bits, Tim Meredith, Craig Weiss 
of Craig’s Vending, Wade Krause of Pinball 
Playfield.com and Action Games Company, 


promoting their unusual table game Birkball. 


PINBALL MUSEUM 


The Pacific Pinball Museum had its own 
booth manned by volunteers and Museum 
Directors. Traffic was brisk throughout the 
show as attendees dropped by to learn more 
about the museum and to sign up for one of 
the five tiers of membership being offered. 

To learn more about the Pacific Pinball 
Museum or to become a member go to 
info@pacificpinball.org or write to the 
acific Pinball Museum at 1029 Central 
Avenue, Alameda, CA 94501. 


PINBALL RAFFLES 

Other goodies that kept visitor interest at 
high levels throughout the show included a 
daily га с and prizes for the “best” machines 
displayed. A pinball machine was awarded 

to each day’s га е winner and this year's 


rizes were four beautifully restored games: 
a 1964 Gottlieb Olympics, а 1971 Gottlieb 
4 Square, а 1975 Gottlieb Spin Out and a 


1976 Williams Liberty Bell. In addition to 
two local winners, Mark Gibson of Love- 
land Colorado took home the Olympics 

and Liberty Bell traveled to its new home 

in Canada with Lisa Arnold. Incidentally, 
counting the Bally Eight Ball given as a 
prize for the Singles “А” pinball competition, 
Pacific Pinball Expo may have set a record 
for the most restored machines given away at 
asingle pinball event — five free games! And 
no, we're not talking replays. 


PINBALL AWARDS 

The award for “Best Restored” pinball ma- 
chine went to Tim Meighan for his magnifi- 
cent1964 Gottlieb Majorettes. The consen- 
sus winner for “Best Modified” machine was 
Wade Krause for a truly amazing Hella- 
copters and Larry Zartarian received the 
“Best Original” award for his pristine 1966 
Gottlieb Subway. The beautiful trophies 
taken home by the winners were designed by 
museum Director De Аппа |огас- fitting 
and attractive tributes to the games they 
honored. 


PINBALL PORTFOLIO 


To view photos, read reviews and learn more 
about this exceptional show, visit www. 
pacificpinball.org. It will whet your appetite 
for next year's extravaganza! 


PINBALL SUCCESS! 

Everyone likes a happy ending, so I've saved 
the best for last. With over 2,500 attendees, 
The show was a resounding financial success. 
But rather than lining individual pockets, 
all the profits went directly into the Pacific 
Pinball Museum's non-profit bank account, 
established to help make the dream of a 
world-class pinball museum in California a 


reality. GR 
27 


GameRoom | December, 2008 


( (с х "Uf ££ Ua 
E s NI 1 ү | | ] 1 1 1 E: j x 
e i 7 ЕІ (9 
|. Z/ / {| = ЭГ | 
А“ | \ =i \ V4 
| Ч | 


ON 


ЭЭЖ 01217106 
WAREHOUSE 
RAID 


Arriving Monthly! 


"S. „А 7 aS 
"4. : Á у mg “В 2 а 


Everything You Need To Create the Game Room of Your Dreams 


www.GameRoomMagazine.com 


Беси шэг» 


^GameRoom Flas ck: 
к . й д ш : е 
#2 Фи Le Ср сад? OS ара کی ر‎ тү , y х à 4 
22. 2 2 ©» o^ € ч 2. dS Р : 
2) 67, 3 ад Ул 7 * 
, ^ { 4. 
е 
ы 7 е 
ы ك‎ 


ү 


| 


телета 5 


"Wheit The Product 
Runs Were Sprints! 
Gorda Looks Back At 
The Barest Golli’ 
ootraif: 


LOST. 
Sy 
i mo 


: 7 | 
на R ^ 
E idees of the fen (5 


71]000| MAR 
7146! LC [ст 


wenty years—for fne, 2 Бой fficálvand depressingly easy to " 
wrap my head around that span of time. ЕФка magazine, lasting 
that long can be a miracle; yet GameRoom has contiríded.uninterrupted 
from its inception in 1989 right up ufitil today. ; * 4 7 
Times change, and GameRoom has changed right along, moving 4 
through three publishers and an ever-evolving landscape of homegame 
room entertainment. The best way to visualize twenty years in тага? е 
terms is to take а look at all of the issue covers that have come and gone., p» ч 
This special section includes every GameRoom cover ever риЬіѕһеа —# " 
take a tour back in time with me, and I hope we can look forward to an- . 


other twenty years of sharing the joys of home game rooms! 
' 


Уу 27 


Kevin ele, Pub 


батолааш, gos 
Magazine 


а т | 
Y 1 


Camonnom 
12272272 


Джай са сола аа - - 
АМЕ?! GAMEN 
GGMEROOM KAMERO 


GAMEROOM 


li 
ith 


|| 
л бам 


Пи 


аа 


EROOM 


| |GameRoom 


qe 


Mié RTL UH Ри 
7 спа иди US 
LES ugar E ne RSS 


йинки NIAI TE RONTE 
[IM 


раг. - 
CAMEROON 


эс 


Салмейоом GAMEROOM 


VELCOME TO THE. 


Ё.Багсбооп батеЁоот 


p 


ameRoom 
are 


~ >= 
21 


САМЕВООМ 9 
HOLLYWOOD 
Squares. 


с Бо oo) 
M. 


GAMEROOM 


ЛИ | = mers i 
mint 

1 2 p 4 к 2: 1 

e 1 


| QUALITY 
TIME WITH 


ра 


Са ева: GameRoom 


дека 


ШЕН ШТ И 11.17. 


GameRoom 1! АМЕ : с NMEIT Ш САМ Ноом GameRoom 


ИРЖ 2 а DN 
[74 3 за - A B 


ае ембе Ritchie, 
дезїўпет б fiat maybe: Вера test 
Яла! yet from Ste 


MERE 


We uncreribe nor std А 
TREES ng Arta Û 


ОХАМЕНС | 


Thank you for your support, and bere to 
another twenty years of having fun! 


РЕР: 


Available From Pinball Parts Dealers Everywhere 


PINBALL * ARCADE * JUKEBOX POKER. SODA 


БЕ 7 ЕМ | 
9299 W Olive Ave #113, Peoria, AZ 85382 888-467-6929 
More information at: www.azgameroomz.com Game Tables 


GameRoom | December, 2008 37 


The Amazing Adventures of Mr. Е. Lea 


| Bugs. Vermin. Synonyms for the 


creepy critters whom have a storied rel 


tionship in classic arcade video games. Games 
like Centipede, Millipede, Spider: 


(featuring intergalactic bees and locusts!) 


and Galaga 


reinforced the idea that these creatures are 
expendable and wholly undesirable. 

On occasion, however, a game was 
released that invited a player to step into 
the tiny shoes of a friendly little insect. 


This month’s Lost Arcade Classic is one 


such game. Let me introduce you to 
Mr. Е Lea, the s ) 
Manufacturing Corp.'s 1982 release The 


of Pacific Novelty 


Amazing Adventures of Mr. Е Lea. Our 
hero is a cartoon flea in a top hat that 

attempts to achieve various dog-related 
goals. We never learn what the “F” 


officially stands for, but he looks like a 
“Francis” to me. Everybody needs a first 
name, so I shall refer to him as Francis 
for the duration of this article. 

Upon surrendering a quarter, and 
pressing the start button, the player is 
presented with an opening selection 
screen, which is functionally similar to 
a comparable screen on Midway’s Tron. 
However, instead of a “bit” moving 
across a grid of glowing circuitry, we 
instead have Francis himself at an inter- 
section of two roads. Pushing the joystick 


toward one of the four main directions sends 


our star down the chosen road, and selects 
from one of four screens to be played. 

In the following paragraphs, I will discuss 
each screen, along with providing a difficulty 
rating according to the “International Flea 
Difficulty Scale.” Higher numbers indicate 
a greater level of difficulty, as defined by the 
IFDS Act of 1979 by select members of the 
Supreme Court, the FBI, Interpol, and two 
members of legendary rock group Super- 
tramp. Which band members? I’m sor 
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that’s classified information. 

‘The easiest of the four screens is the "Dog's 
Tail” sequence. Francis begins the level in the 
lower right-hand corner of the screen, with a 
goal to reach a doghouse located in the upper 
left. To get there, he uses the wagging tails 


of various dogs much like Tarzan would use 


a vine. In fact, the basic idea of this screen is 


very similar to the vine sequence in Taito’s 


Jungle King. 


Twelve dogs are seated on three brick 
walls, four dogs per wall. Francis swings on 
the first puppy’s tail until the next dog' гай 
wags within the flea’s reach. The player then 


pres 


s the jump button, and Francis leaps 
for the next pooch. If he connects, he scores 
100 points, and prepares to leap for the next 
tail. If he misses, he loses a life. Once Francis 
reaches the last dog on each wall, his next 


leap automatically whisks him up to the next 


one by way of a yellow arrow. 

А timer counts down during the level, 
which translates into bonus points once you 
reach the doghouse goal. The quicker Francis 
reaches the goal, the higher your bonus. 

"The graphics in this level are particularly 
amusing. Observe the dogs wearing heart- 
shaped sunglasses, and the dog in the 
upper right corner, seated in a red easy 
chair, looking for all the world like he's 
getting a little oo much enjoyment out 
of that wagging. 

This 


four on the IFDS, as the only control 


сеп rate: 


a lowly one out of 


used here is the jump button. Addition- 
ally, judging the correct timing in leap- 
ing from one wagging tail to the next 


offers little challenge. As long as Francis 


jumps when the next tail is swinging 


toward him, he'll make it every time. 


Not only that, but each wall’s final leap 
is a “gimme”—he'll always land on the 
yellow arrow and be safely transported 
to the next wall, no matter what. As 
such, this level serves as a good “warm 
up" and is an excellent choice for the 
first screen played. 
FDS scale 
to a rating of two, the “Lawnmower” 


Ascending one level on the 


screen invites Francis to navigate safely 
through ten rows of obstacles in order to 


reach the doghouses at the top of the screen. 

The first five rows are populated by lawn- 
mowers. Old fashioned push-mowers to be 
specific. It’s also possible these are haunted 
old fashioned push-mowers, given that they 
are moving by themselves! Touching a spec- 
tral mower results in losing a life, as is to be 
expected. Luckily these mowers move slowly 
and have large gaps spaced between them, 
so it should be no problem to reach the next 
five rows populated entirely by dogs. 


The dogs are running around on what 


GET TO THE ТОР! 


Level 1: The Dog's Tail 


appears to be a stretch of asphalt. Instead 
of avoiding the canines, Francis leaps across 
their backs in order reach the doghouses. 
There are four total houses, and the game re- 
generates Francis on the hedge at the bottom 
of the screen following each successful occu- 
pation of a doghouse. This continues until all 
four houses are filled, or all of Francis’ spare 
lives are used up. 

Each leap forward earns 50 points. A timer 


bar diminishes as Francis makes his w 


Г: ир 
the screen, and a life is lost if the timer runs 
out before he reaches the doghouses. Curi- 
ously, this level offers no bonus points based 
on remaining time left over after reaching a 
house. 

The mowers and dogs travel in alternat- 
ing directions exactly like the traffic patterns 
in Frogger, upon which this screen is very 
clearly based. And like Konami's 1981 classic, 


the only control used here is the joystick. 


Anyone who is reasonably adept at navigat- 
ing highways and rivers in Frogger will do 
well here. 

Next up is the “Пор Back” level, which 
actually reminds me not of another video 
game, but instead of the classic “Cliff Hang- 
ers” pricing game on the “The Price is Right”. 
Yodel-ayy-heee-whooooooo! 

The screen displays a side-view of Francis 
ascending the back of what appears to be a 
Dalmatian with very few black spots. His 
goal is to reach Fido’s head, along the way 
leaping over the spots on his back for 100 
points a piece. Touching a spot causes Francis 
to fall off the dog's back and loose a life. 
Why these spots are so deadly is anybody’s 
guess. Maybe Fido has been sunbathing with 
inadequate skin protection! 


Tiny little balloons float down the dog’s 
back, which Francis can jump up and pop 
for bonus points. Pink balloons are worth 
the most at 1,000 points each. Red and blue 
balloons add 100, 200, or 500 points to the 
score. Notice that these balloons must be IN- 
CREDIBLY tir 


larger than Francis! 


ta 


h one is only slightly 


A bar at the bottom of the screen marks 
the distance that Francis has covered. Once 


the bar reaches "finish" the level ends, and 
we are treated to a scene involving Francis 
dancing on top of a dog's head that is oddly 
disturbing. I think it’s the eyebrows. 


While the level is simple in concept, it’s 


actually deceptively challenging. The screen 
scrolls from right to left, so Francis needs 
to constantly adjust his position in order 


to have enough room to leap the spots, and 


PLAYER 2 


HI-SCORE 
0 000000 


00035 
L 


Level 2: The Lawnmowers 


to try for any of the bonus balloons. Little 
margin for error is offered when jumping and 
maneuvering on this level. Because of this 
and despite the fact that the control scheme 
isn’t very complex (just left, right, and the 
jump button are used), Dog’s Back rates a 
solid three out of four on the IFDS. 

The final screen that Francis must com- 
plete is called “Dog Hollow”. Here, Francis 
must climb a hill to reach a dog dish belong- 
ing to a pooch whose rear-end is sticking 
out of a dog house, all the while kicking out 
objects behind him. And yes, that is rather 
funny. 


Francis begins at the bottom of the hill 
and ascends to the top via horizontal and 
vertical paths. Along the way, the dog kicks 
rubber bones and beach balls down the 
paths, which can be jumped over for 100 


points each. Contacting one of these objects 
knocks Francis off the hill and looses a life. 
Balloons dot the pathways, and provide the 
same bonus points as they did in the Dog’s 
Back round. 

Once Francis reaches the dog dish, the 
level ends, and a time bonus is awarded 
depending upon the amount of time left over. 
By now, this should sound very familiar to 
anybody that has played Nintendo's legend- 
ary Donkey Kong. The paths duplicate the 
girders and ladders, and the bones and balls 
serve the role of the barrels. There is no coun- 
terpoint to the hammers, but leaping up for 
the balloons does add bonus points, which 
ultimately, is one of the functions of Mario's 
hammer. 


Although this is clearly Donkey Kong 
dressed up in a different outfit, the graph- 
ics here are more detailed and colorful than 


n the original game. The hill has differing 
hades and patterns of green representing a 


ariety of grass and plant growth. Humorous 


a etails abound > such as the wooden arrow 
sign marked “Mr. Пор”, (which is pointing 
the wrong Уу ау), various multi-colored fire 


hydrants, and the ominous *NO CATS" vis- 


ble on the hillside. 


Dog Ho low is quite cha lenging, as the 
erratic movement of the tumbling obstacles 
require Francis to act very quickly to dodge 
or leap over them. Also, this is the only 


screen in which all four directions and the 


jump button are used to complete the level. 
Additionally, the vibrant colors on the screen 


can make it difficult го quickly assess and re- 


act to approaching obstacles. However, I am 


partially color blind, so perhaps I'm biased 


START ШИН 


FINISH 


Level 3: The Dog's Back 
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Level 4: Dog Hollow 


on that last point. Still, chese reasons all add 
up to give Dog Hollow a rating of a solid 
four out of four on the IDFS 


Possibly the most imp 
Mr. F. Lea overall, are the musical selections 
which accompany the various scenarios. The 
tuneful library includes such standards as the 
“William Tell Overture”, “The Daring Young 
Man on the Flying Trapeze”, Tchaikovsky’s 


1812 Overture’, and after successfully com- 
pleting all four screens, “For He’ a Jolly Good 
Fellow”, which plays to the amusing visual 
accompaniment of Francis dancing across the 
screen with a top hat and cane. 

Although, my personal favorite has to be 
ndition of the 1956 Frankie 
гпарст hit “Why Do Fools 
Fall in Love?” which serves as the back- 


the charming г 


Lymon & the Te 


ground tune for the Dog’s Hollow screen. 
Not sure what this song has to do with 
ascending a hill to get to a dog dish, but I 


always smile and hum along for the duration 


of the level anyway. 
Pacific Novelty was quite the curious com- 
pany. Their fi 


game Shark Attack, released 


in 1980, played like an underwater game of 


tag. The player controlled a shark attempting 
to devour divers in an open expanse of ocean, 


all the while avoiding their deadly harpoons. 


Shark Attack, while certainly not a block- 
buster success, caught the eye of Game Plan 
Inc., who licensed the game for additional 


release. 


r, Р 


ed Thief; which rec 


The following y cific Novelty 


rel ast the cha 


-Or- 


be-chased maze motif of Pac-Man as a bank 
heist caper. NATO Defense followed in 1982, 
amounting to little more than a re-write of 
Thief with a military theme replacing the 


crime spree storyline. 
Of technical interest, these three games 


used a cassette tape system that played 
recited dialogue and other audio effects to 
compliment the computer generated sounds. 
Mr. Е Lea was the only Pacific Novelty title 
tem, and 


that did not utilize this cassette s 


it was also the final game from this obscure 
company, released in April 1983. 

Despite Мг. Е. Lea’s obvious borrowing of 
themes from other titles (to put it mildly), 
the game succeeds in spite of itself, much 
ike a local cover band. Nobody says a cover 
band plays the songs as well as the original 
artists, but still, it’s pretty cool to hear decent 


all in 


sions of favorites by different arti 
one set. The same logic applies here. Mr. F. 
„са may not be original or groundbreaking, 
but it is a fun game with charming graphics, 
outstanding music, and proven play mechan- 


ics that wraps up quite nicely into a family- 


friendly package. 
So there you have it - the totally amaz- 
ing adventure of one Mr. F. Lea, Francis to 


you and me. He traverses the hills and front 


yards of town and country in order to reach 
the dogs that tickle his fancy. Pay him a visit 
today. He’s spotlighted on the center pedestal 
of the entomology exhibit in the museum of 


the Lost Arcade Classic. ӨВ 


Dust-collecting equipment eating through your bottom line? 


Get It Outta There! 


Older coin-operated equipment is bringing in more money 
than it ever has in the history of the coin-op industry! Isn't it 
time you cashed in? Super Auctions will buy it directly from 
you or act as your agent and sell it at auction for you without 
headache or hassle. All you have to do is call — we'll arrange 
pickup and transportation — GUARANTEED!* 


Why is your warehouse exploding with older non-revenue pro- 
ducing equipment in the first place? Most operators will have 
to think about that question. Some will say they've always 
done this and soon end up with warehouses busting at the 
seams. Others feared years ago buyers would buy their equip- 
ment, then turn around and steal their locations, But ask your- 
self: Is there money to be made operating 19" monitor-style 
games in today's market? Or is that money sitting idle in your 
warehouse while you wait for the best time to sell? Well, now 
is that time! 


We don't cherry-pick! 

We've met operators who avoid so-called “buyers.” Experience 
tells them these buyers are cherry-pickers, interested only in a 
few select pieces that have become classics. We don't cherry- 
pick. We buy your new, your old, your tired and your poor — 
we take it all, working and non-working: pinball machines, 
video games, pool tables, kiddie rides, jukeboxes and 
more. And with our efficient crews, your warehouse can be 
emptied and ready for more, usually in just one day! 


*minimum quantity required 


Can you make more selling through an online auction site? 
Not likely. Most buyers are after а mere handful of the classic-type games. Though you 
may have a few of these, chances are most of your stored equipment are filler- 
type games, the kind most buyers wouldn't touch. Super Auctions specializes 
in ALL used equipment. We've conducted amusement auctions in more than 
17 states — we know how to re-market all types of coin operated equip- 
ment. We can drastically improve your bottom line selling your equipment at 
auction or buying it all from you right now! 


How much money have you lost today? The clock is tick- 

ing... 

How much cash do you lose everyday їп rent, labor, utilities and 
insurance storing non-revenue producing equipment? Even if you 
own your own warehouse, aren't there more profitable uses for your 
building than storing dust collectors? 


Limited opportunity 
We're in a bull market, but how long will it last? The current state of the coin- 

op industry indicates more and more used equipment will flood the market very 
soon, driving prices way down. Don't wait ‘til it's too late! Sell or auction all your free- 
loading equipment today! 


Fax your inventory to (562) 592-3929 
Call us at (714) 535-7000 
Email us at 
auctions@dslextreme.com 
All inquiries 

strictly confidential. 


40 


GameRoom| December, 2008 


for just 5149 


GameRoom 


Digi ада пе Now оп one disc 
< for the first time! 
ita | ур. hi ives 9 Every issue of GameRoom ever 


published, in digital PDF format 
е Over 4 gigabytes of information 
ona professionally mastered 
DVD-ROM disc 
€ Integrated issue browser: view 
covers, select by year, and more 
е Special booklet included 
€ Easyindexand search features 


Ша 


E Trade Station y. 


e 
% 


si) 


• AV & Console Switchbox Built-in! 

• IPOD/MP3 & Headphone Jack 

+ PS3 Adaptors Now Included 
МАР: 51999: 


Designed by Gamers, for Gamers 


GAMEROOM Special! 
$300 off MSRP + $200 Flat-rate Shipping to 
the lower 48 states 


Visit our web site at www.execarcade.com and 
enter promo code: gameroom 


ITN ET ЖАКЕ, эы; a БУТ 


United Distributors, Inc. Anything in Antique Mechanical 


420 S. Seneca - Wichita, Kansas 67213 Musical Instruments 


Distributor 


BATMAN and all related characters and elements 
are trademarks of and © DC Comics. 


Batman - Spider-Man - Family Guy - Shrek 
Pirates of the Caribbean - Indiana Jones 


CSI: Crime Scene Investigation T A- : 
CALL FOR PRICES iwww;mechantiques*com 
316-263-6181 Phone Toll Free: 800-671-6333 


united1995@aol.com www.united420.com Email: mroenigk@aol.com 


42 GameRoom| December, 2008 


\ Х 7 inter is all but here, and the coin-op 
collectors are settling in to wait out 


the cold weather (at least those of us who 


live in places where it gets cold). Apart from 
a few more auctions to round out the event 
calendar, the coin-op shows of 2008 are 
behind us. The time has come to sidle up to 
the fire, sip on a hot toddy (whatever that 
is), and count the days until the events of the 
new year roll around. 

Not content to let 2008 become a fond 
memory just yet, I caught up with Ken 
Chaney, one of the organizers of California 


Extreme, one of the premier classic coin-op 


game shows that is held every year in Moun- 


tain View, CA, just a stone’s throw away 
from the birthplace of coin-op video games. 
Ken, an aeronautical engineer who also does 


г 


h and consulting on wind energy as 
well as running a small street route and doing 
game repair on the side, took some time out 
of his busy schedule to tell me about himself. 
and the show that draws coin-op enthusiasts 
from all over the country—and even from 
other countries—every summer. 

“I (re)discovered pinball as a graduate 
student,” Chaney said. “At the time (1994), 
Bowen Kerins had recently started running 
a pinball league, and I found out about that 


on гр.р. (the rec.games.pinball newsgroup). 


Since we were both at Stanford, we started 


sharing rides. In the league, I found a lot of 


other high-tech gee 


g s like myself, and quick- 


ly made a bunch of new friends. I discovered 


some of them actually had games at home! 
What a great ide 


“I knew ofan a 


ng Atari Super Sprint at 
an arcade, and arranged to buy it. It had an 
intermittent reset problem. It turned out to 


be a broken leg on the crystal, which I found 


by tapping on the PCB while Bowen told 


me when the game reset. I felt lucky that 


this {highly sophisticated} technique had 
worked, and wanted to learn more reliable 
methods. TJ B 


yer from the pinball league 
was always fixing games, so I watched and 
earned, and when Bowen started winning 
machines in tournaments, I gave working 
on those a shot. In the mean time, I had 
picked up a Fish Tales. I still have that at 
home, along with Fathom, Star Trek: The 
Next Generation, a Rush 2049 Tournament 


‘dition, and cabaret editions of Tempest and 


Robotron. A few of the show staff share a 


warehouse and several storage units w here we 


keep tons of other games.” 

The first California Extreme was held in 
1997, and has been held every year since. 
Chaney recalls how the first show came 
together. 


“Т had been introduced to the idea of a 


pinball show, having 
E 


Fest and Pin-a-Thon in particular. The latter 


ally enjoyed Pinball 
bo and the now defunct Wild West Pinball 


two shows were on their way out (organizer 
fatigue etc.) and we wanted to do something 


on the west coast. We figured that being 


in Silicon Valley, and liking video games in 


addi 


ion to pinball, we could add something 
important and previously neglected by 
including the vids. Classic video collecting 
was ramping up thanks to the spread of the 
nternet, and we really felt there should be a 
place for us to meet up and share our toys. We 
also hoped to get some antique machines to 
come out of hiding so that the younger crowd 
collecting video could get introduced to those 
as well. Brad Martinson and Alan Whittle 
had helped out with other shows, and Dean 
Golden got us access to an empty retail 
bookstore cheap, so we decided to chip in 

on renting a big generator, buying a bunch of 
power strips, and printing some flyers. Mike 


„ouie and Bob Ellingson joined in, and we 


had a staff. A lot of others pitched in bringing 
games and helping set up. A friend of mine 
was working with Steve Ritchie at the time, 
and he graciously agreed to show up and tell 
stories about his experience as a game design 
icon. We got about a hundred games set up, 


and a few hundred people showed up. It was 


on a very hot weekend in September, and the 
air conditioning was adequate to cool books, 


so the room was stiflingly hot. We did the 
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est we could balancing out the power, but 
some of the cords were pretty soft. After a few 
hours, we switched plugs around, and circuit 
breakers would hold. In all the heat and 
inevitable dozens of other things we had not 
planned for, those who had managed to find 
out about it had fun. There was a lot of talk 


about the heat, but everyone уу 


so happy 


to be there that it was not really griping. It 


Was a neat opportunity to meet a bunch of 


people who knew each other from the news 


groups. It just about killed a couple of us, and 
we steered clear of each other for a while, but 


after a few months to heal, we started talking 
about ‘next year’ It quickly became the rule 

that whoever said ‘next year’ first had to be in 
charge.” 


The primary draw of California Extreme 


is a huge array of video games and pinball 
machines, all set to free play—a giant dream 
arcade that would make any coin-op enthu- 
siast drool. The last couple of shows have 
featured around 400 games split about evenly 
between video games and pinball machines, 
with a handful of other arcade games like 
Cosmo Gang, Ringer, and Shoot the Bear. Ken 
says that, age-wise, the mix of games 


is pretty 
eclectic. 

“There is quite a mix of games,’ he said. “I 
think Bob Ellingson has brought his 1950 
Bank-a-Ball to every show. I recently got a 
Shoot the Bear, and have brought a 1930's 
al- 


Test Your Strength game as well. There is 
ways a good showing of pinballs through the 
60%, 70%, and 80% on up to the latest release 
available. We have had several premiers of 
video games, and this year were lucky enough 
to have a reproduction of the first video game 
ever, Tennis for Two, on the 507 year of its 
creation.” 
Chaney sa 


s that, although many of the 
games at the show tend to be older ones, the 
organizers have decided that a mix of old and 
new seems to work best. 

“We 


question. 


aff have struggled a bit with the 


Some have favored limiting to only 
older video games, but there had been little 
complaint about newer pinball machines as 
well as older games. When we were starting, 
San Francisco Rush was new. A couple of us 
declared that it was instantly classic, and the 
puzzle game Bust a Move seemed to fit right 
in as well. The philosophy has evolved into 
believing that newer games are important to 
include, as they help bring in different people 
who are then in turn exposed to games they 
would otherwise never get a chance to try. 
Bringing in games like Dance Dance Revolu- 
tion and Street Fighter II get us some scowls 
from a few purists and curmudgeons, but 
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seeing the younger people drawn in and hav- 
ing fun makes it worth while. They inevitably 
walk over and try a pinball machine for the 
first time, or discover some of the less well 
«now cla 


ic video games. I know several 
stories of spouses dragged along who only 
iked Cosmo Gang at first, but after a couple 
of shows, they start saying things like ‘honey, 
what do you think about getting a (fill in the 
blank)? We have also discovered more than 
a few ‘strictly pinball’ types enjoying a game 
of Panic Park or Point Blank. Building out a 
stronger, more harmonious community is a 


to the future of collecting, and one of the 


most important functions of the show.” 
About half of the games on display each year 


belong to the show staff. The rest are brought 


to the show by the attendees themselves. 
"There are a number of committed 

regulars who bring a dozen or two games,” 

Chaney said. “The rest are mostly 1-3 ma- 


chines per person from smaller collectors." 


Although attendees who bring machines 
get free or discounted admission to the show 
(depending on the number of machines they 
provide), chere was some initial reluctance 
for some collectors to expose their personal 
collection to heavy play. 

“Having a nice example of a decades-old 
machine makes people reluctant to put it 
in harm’s way,’ he said. “Over time, people 
have found there is really not much trouble, 
and more collectors have started bringing 
games. Usually, they find it really is a kick to 
let people enjoy their games, and once they 


start bringing them, they want to bring them 


again. It may mean a ittle more mainte- 


nance, but my philosophy is that there is no 


point in the game existing if nobody gets to 


play it.” 
In addition to the widely popular titles 


youd expect to see at a coin-op show, Ken 


s that there are often some very rare ma- 
chines on display as well. 

“There are a number of one of a kind games 
that regularly show up. Scott Evans has a large 
collection of Atari prototypes, and we bring 
an Exidy game called Teeter Torture, which 
even the makers don’t remember doing. 

It’s a pretty fun game, but no other known 


examples exist. Aaron Giles arranged for per- 
mission for the ROMs to be publicly released 
so everyone could play it in MAME. The 
show isa great way to mobilize interest and 
resources in preserving this kind of thing. 
“There are one of a kind pinballs, too, 
like the custom Hellacopters game by Dirty 
Donny and Wade 
legends Big Bang Bar and Kingpin. There are 


Krause, as well as Capcom 


games that are probably not all that rare, but 


rarely seen in public. A good example is the 


Main Event, a modern version of the classic 
manikin boxing machines. That one and Cos- 
mo Gang are very fun games that you never 


see despite having broad play appeal. There 


are also modified pinball machines like the 
Whirlwind (Class 5), Pinball Rodeo games, 


and Addams Family (Fitness Edition); and 


giant projections of Dragon’s Lair and laser 
Asteroids.” 

In addition to the obvious draw of 400 
games on free play, California Extreme fea- 
tures a number of industry-related speakers 
every year, who talk about a variety of topics 
from technical and artistic discussions to 
s of the 


pure reminiscence about the early da 


industry. 

“We have been very fortunate to have 
some big names who are great speakers,’ 
Chaney said. “Various Atarians have been 
great supporters, and have provided lots of 
funny stories and insights. Pinball designers 
and historians have also been really good 
speakers. Getting candid stories from back 


in the day or hearing about the process really 


gets the crowd engaged. Eugene Jarvis drew 
a huge crowd for his very entertaining ses- 
sion, and we are hoping he will return and 


convince Larry DeMar to come with him. 


We are also on the watch for arcade related 


movies as the big film festival featuring King 
of Kong and Chasing Ghosts went over very 
well." 

Chaney also said that, although the big 
names tend to draw the biggest crowds, he en- 


joys having lesser-known guests speak as well. 


"Whenever I see someone really passionate 
about what they are doing, or doing some- 
thing unusual, there is a potential speaker." 

The show has been growing in popularity 


over the years. The first show in 1997 had a 


few hundred attendees. The 2008 show had 
over 2,000. In addition to increasing num- 
bers, the mix of attendees has broadened. 
“We get a good range of people,” he said. 
“We started with mostly serious video col- 
ectors (age 25-40 at the time) and pinball 
fanatics (all ages), but as word has spread, 


families and the younger hip crowd (у 


х 
including females, and yes, using the term hip 
probably proves that I am not) have joined 
with the established crowd and we ‘old 


folks? Hearing people talk about 905 games 
as old school has been amusing. Watching 


ame people discover the joy of a well- 


thos 


designed EM has been great!” 
Although it seems that there has been a 
downturn in the coin-op collecting hobby 


over the past few years, Ken sees the changes 
as something of an evolution. 

“The video collecting hobby has had some 
maturing recently. The first generation of 
golden age collectors are getting older, and 
things like families have a tendency to enforce 
a more restrained approach to collecting. 

“On the other hand, younger collectors 
are coming in to the hobby a bit. Yes, Street 
Fighter II has become a collectible. As 
younger collectors get exposed to older 


games, some pinballs start making their way 
into their hands. This will help a bit. The 


downturn in the economy is certainly going 


to be a negative force on value. The huge 


exposure Ebay created brought a lot of equip- 
ment out of old warehouses and into the 
public hands, but a level of saturation has 
been reached. To some extent, the trailing 

off of coin-op in general will lead to some 
shrinking in the hobby. Much of the modern 
stuff is too large to collect, and there seem to 
be fewer collector suited titles. Still, nostalgia 
remains, and I think classic coin-op machines 
tend to have longer playability legs and more 
replay value than a lot of PC and home con- 


sole games, so that is some advantage.” 


Plans are already in motion for the 
California Extreme 2009. To keep abreast 
of the plans for next year’s show, visit www. 
caextreme.org. The thought of hanging out 
with fellow hobbyists and 400 games on free 


play in sunny California next year might be 
just what you need to get you through the 


cold, cold winter. GR 
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А I walked into my office оп Wednes- 
S day, Oct. 22" and looked over my 
c-mail, my attention was immediately drawn 
to the preview of an e-mail that had just ar- 
rived relating to Stern Pinball. “Over half of 
the full-time staff was laid off today including 
Keith Johnson, Dwight Sullivan, John Borg 
and Dennis Nordman.” The weight of this 
statement was hard for me to absorb. 

I re-read the statement, focusing in on 
each name listed. Keith Johnson, well known 
for transforming Gomez' Lord of the Rings 
into the fully-featured machine that is loved 
by so many today. He designed The Simpsons 
Pinball Party, another superb title. Dwight 
Sullivan, a programming powerhouse that 
has experience back into the Williams 
early 90% era. John Borg (Indiana Jones) 
just recently brought into the Stern team, 
added as the second in-house designer along 
with Dennis Nordman, who also was listed. 


Didn't Dennis design Pirates of the Carib- 


bean — the biggest production game in Stern 


history? Something wicked has indeed come 


this way. I’m not one to hang around the 


pin ball newsgroup (rec.games.pinball) and 


am very thankful when folks drop me a line 


on interesting topics. I hoped that this news 
was somehow in error. Yet my gut instinct, 
filled with negative coin-op news throughout 
2008, was telling me that this was real. 

Still, I had to look it up for myself. It was 
factual. Keith Johnson posted a topic to the 
As 
usual, speculation ran wildly. What is the 


newsgroup briefly explaining the lay off. 


cause, how will the future of pinball be af- 


fected, what does this mean to me and you? 


Getting the story from an insider 
It seems like we heard similar news back in 


1999, when the layoff announcement came 


Stern Pinball President Gary 
happier times (the 2006 
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to Williams pinball. But there must be more 
to the story. After all, Stern has no direct 
pinball competition, no connection to a large 
corporation where pinball is just a portion 
of the production offered. I felt the need to 
consult with one of those on the list right 
away to obtain an accurate account of the 
event, and to put an end to my own specula- 
tion. 

As it was conveyed to me, there was 
a meeting called with very short notice. 
Everyone listed in the newsgroup thread was 
there, with the addition of a few more. Gary 
came in and discussed the economy and a 
statement regarding declining sales. Then 
came the painful words no one wants to hear, 
"we're laying you off.” This single account of 
the story broke my heart to hear. First for 
the person, knowing their passion for their 
career, and secondly for this small industry 
called pinball manufacturing. What does it 
mean when you drop so Many people that are 
responsible for so much? Can any product 
still exist without the core group of ci 
that make it? This person was cleaning out 


82160743 


their office as we spoke. This is a tough real- 
ity to digest. But a reality of what? Is pinball 
dying, is it dead, or on life support? 


Consulting the coin-op side of 
pinball 

Whether we (collectors) believe it or not, 
there is a lot more to pinball then just col- 
lector sales. I realize this, having operated 
machines before, and being involved with 
current operators in my region. There is no 
argument that we (collectors) have more pas- 
sion for the product, and hold even the least 
favorite pinball titles on a higher plateau 
than operators do. Why do you suppose this 
is so? As a previous operator, the machine 
that earned the most money at the end of the 
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week was my favorite game. As a collector, 

I stood puzzled at how arcade patrons were 
more interested in ‘brainless’ games and less 
interested in those wonderful, clean pinball 
machines I had strategically placed in the 
large room. The coin box told the irrefut- 
able story. New pinball machines purchased 


by operators still make up the majority of 
pinball sales. Checking Replay or Play Meter 


magazine will show you just how small the 


coin-op market share 


for pinball. Thinking 
along these lines, I needed to check in on the 


busin: de of coin-op to put this news in 
context with the current market. I called my 
friend Rich in St. Louis. His experience in 
the industry is long-lived and he doesn't hold 
back the bitter truth. 

The conversation ran long, and had me on 
several occasions pleading the case for pinball 
in a mock discussion to an invisible operator 


on the other end of the phone. It's funny how 
our conversations usually turn out that way. 
But this unknown reality that I was trying to 
define began to clear up for me. As I knew 

all along, the operator favors equipment that 
make them money. They also seek to fill their 
ible. The 


case for pinball is not strong, even without 


customers’ requests whenever ро: 


considering the economy. What operator is 
going to purchase a pinball machine when a 
similar priced self-redeeming "game" might 
earn five times as much? Sure, you have to 
re-load it with bouncy balls occasionally, 
but there is very little maintenance. Noth- 
ing compared to pinball machines. There are 
operators that continue to support pinball, 
that understand their return on investment 
due to the interest in pinball by hobbyists. 
But even those buyers are drying up in this 
tough economic time. 

At this point, I realize that all coin-op sales 
are down. The few pins that are normally 


sold are even fewer today. The reality, as sad 
as it is, has become clearer. This is the result 
of months of a failing economy. But, is 
pinball dead, dying, or on life support? I’m 
still not sure. 


Mr. Stern, please tell me: 
Is pinball dead? 
Gary Stern is a businessman. He's not a col- 
lector, an operator, or a hobbyist. Here's che 
most important fact to keep in mind though. 
Gary Stern believes in pinball as a viable 
coin-op product. I think we all can be thank- 
ful for that. Anyone else probably would 
have changed the name from Stern Pinball 
to Stern Redemption by now. When things 
are going good, I find myself not always in 
agreement with the line of thinking in the 
company. But in light of the current situa- 
tion, I consider all of that nit-picky and moot 
compared to the alternative. I went to Gary 
secking his perspective on the news of this 
layoff, and the future of pinball. I wanted to 
know if pinball is dead, dying, or on life sup- 
port. When the call had ended, I felt better. 
I hated the outcome, but was glad that the 
business leader was confident and had a plan. 
Let me explain why. 

In that conversation, it was made clear that 
the company had to do what was required 
to keep itself running. In times like these, 
when companies all over the US and the 
world are laying off hundreds (in some cases, 
thousands) of people, it should come as no 
surprise that Stern would have to do the 
same. If sales are down, income is down. A 
company has to re-size, or "right-size" to stay 
in business. This wasn't easy, but was neces- 
sary for Stern to stay in business as a pinball 
manufacturer. Gary put it this way, "Ihe only 
reason this is a story is because we're in the 
pinball business. It is not an earth shattering 
event. We made some reductions in over- 


head, across the board in all areas.” 


When asked about the creative talent that 
was laid off, and the future of new pinball 
titles, Gary explained, “We know that we 
have the next 4 pinball machines designed, or 
well on their way to being designed. In some 
cases, laid out, mechanically finished and 
some of the software done. We're starting 
CSI, we started it today. The games after that 
are well on their way. So we have 4 games, or 
a year's worth of product, well on their way. 
So we right-sized our business" And when 
put into the context of all business, he added 
the following. “We're such a little piece of 
this story, I'm not sure it wards all of the 
attention that it's getting. We have a plan, 
the plan will work. If I didn’t think it would 


work, I wouldn't do it. I'm doing it because 
I believe in pinball and all of the people who 
are here believe in it.” 

We talked a bit more about the market, 
and the positive trend in small scale enter- 
tainment during these tough times. After the 
call, I felt temporary relief—the only pinball 
business in town, in the world, is in the 
hands of a businessman that loves pinball, 
and is motivated to keep it alive. I’m glad 
it IS a small business and not a corporation 
that would be likely to kill off pinball entirely 
and call it “right-sizing.” I suppose that pin- 
all would have been dead long ago had Gary 
Stern and his team not managed to create 
such a lean manufacturing environment to 
egin with. 

After three conversations on the topic, I 
was satisfied that pinball wasn’t dead at all. 
It was probably a little better off then what I 
ad originally speculated at the beginning of 
the day, yet not far away from the emergency 
room. I just wondered why pinball had 
declined over the years. Collectors and other 
home game room people occasionally buy 
new machines when they have big money 
to spend. But why don’t we see pinball in 


public anymore? What happened to pinball’s 
image? It’s on every Microsoft Windows XP 


computer - right? We still see an occasional 
pinball title for the console games. 


Why do people hate real coin-op 
pinball? 

Something happened a long time ago. I’ve 
talked about it many times and have analyzed 
it from several angles. Yes, video games came 
along and we're simpler to maintain ... and 
made more money! Pinball took a back seat 
and operators lost their faith. Soon after- 
wards, good coin-op video was gobbled up by 
great console systems in the home. Arcades 
died quick deaths and operators lost their 
faith in video. Then we had ramps on pinball 
and suddenly something new in pinball was 
worthy of a route investment. The Addams 
Family had a hand grabbing a ball, and a 
magical collaboration at just the right time 
renewed the operator's faith in the pinball 
product. When you're at the top, there is 
only one way to go. And down it went. The 
redemption machine crept up as a coin 
contender, much to the dismay to collectors 
all over the planet—who collects vintage 
redemption machines? And for the past 10 
years, the only thing that really seems to get 
coins in the cashbox besides ticket spitters 
are video games with elaborate interfaces that 
can’t be reproduced on the Xbox 360, PS3, 
or Wii. What has driven all of this change? 


The person holding the quarters. Do they hate 
real mechanical action pinball? Or has the 
operator lost their faith in the product? 


Let's get busy promoting pinball — 
NOW! 

Like many of you, I have pinball machines in 
my home. We have them there because we ei- 
ther discovered or re-discovered just how fun 
pinball really is. And hopefully, you are shar- 
ing them with anyone that has an interest. 


Yes, they are big, and expensive. And ifyou 
cant afford to own one, you can still go find 
one and drop a couple of quarters to play. 
What's that you say? You can't find опе апу- 
where around you? If you really want pinball, 
don't give up. Instead, pick up the phone 

and call locations around you that should 


have pinball (places to eat, places with other 
‘fun’ things, places that make you wait) and 
request it. Look up Amusement Devices in 
the phone book, or on the internet, and call 
the operator closest to you. Ask them where 
they have pinball on location. Try to get 
the names of the machines. Ask chem what 
machines they are buying. Make a request 
for a machine. All of this generates a genuine 
interest by you, the person with the quarters. 
But asking is far from enough. You have to go 
play those machines. Without that, you have 
wasted everyone's time, including your own. 
You might be wondering if I actually 
practice what I preach. Of course I do, even 
though I have plenty of machines crammed 
in my basement! What I don't have is а Fam- 
ily Сиу,а Spiderman, a Stern Indiana Jones, 
a Batman, or a Sbrek. And even though I 
don't want to own а Sharkey Shootout, I still 
manage to find one and try to post a score 
on it worthy of my initials. I want pinball to 
win. I want it to win in the home if people 
can afford it. I want it to win in public so 1 
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can play it. I want to see people compete on 
it, even if it's only purpose is to knock off 
some unknown person who managed to post 
an unbelievable score. I want new pinball 
machines to be made. And I realize that I 
have to go ask for them, and play them when 
I see them. 


What if pinball goes away? 

The discussions on this particular topic 
moved well beyond the initial people I spoke 
with. Each time, discussion about complete 
pinball death seemed to yield a common con- 
clusion. While this is something everyone 
can speculate about, it's important to con- 
sider this vital point. Should Stern Pinball 
decide to stop making pinball machines, 

and if the equipment that is used to produce 
pinball is separated and sold, the chances of 
someone ever collecting those pieces again 
to produce pinball machines are unbearably 
slim. While the construction ofa new pin- 
ball manufacturing business could certainly 
happen, the cost to do so, from square one, 
would be one of the most difficult business 
models ever to try and finance. Looking at its 
share of the coin-op pie, I think most bank- 
ers would opt out. 

In light of this dark moment for pinball, 
do something to promote it. If you don't, you 
really waive your right to complain about it if 
it goes away forever. GR. 


Many thanks to Rich Grant of Shaffer Dis- 
tributing, Gary Stern of Stern Pinball Inc., 
and the many others that provided valuable 
content in the creation of this article. See 
www.playmeter.com for samples of industry 
reports. - Rob Craig 


Rob can be reached at the usual places that 
have pinball machines, or at popbumper@ 
gmail.com. 
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е 1396 buyer's premium (390 discount for cash) OPERATORS EXEMPT - Operators pay only a $10.00 per item fee to purchase. 
e Consignors paid in full day of auction. 


FOR MORE INFORMATION OR TO BE ADDED TO OUR MAILING LIST 
PLEASE CALL 1-800-551-0660 OR VISIT US AT 


ê. WWW.auctiongamesales.com 2~ 


TN LIC 1623, NC LIC 6042, TX LIC 7256, VA 16216 


y collection actually started a bit dif- 

ferently than most. I do not have any 
significant childhood memories of glorious 
times spent in arcades pumping coins into 
games. First the coins I had were too precious 
and second, "everyone" knew that in the late 
60's the locations in my town that had coin- 


op games were not places a youngster should Ems) (o 
P 
frequent. Consequently my coin-op playing ШЕ =“: 


genes laid dormant through my youth (which 
probably is why I am pretty poor player of. 
most arcade games). 

Over the years I did develop a desire to 
collect and restore old things. While this en- 
ergy was originally directed toward antique 
furniture, I found that once you were done 
with a piece there really wasn't much you 
could do with it. However like many people 
I still enjoyed trips to antique stores (and 
their mechanical equivalent the junk yard). 
It was on one of these antique expeditions to 
Denver that I ultimately found the mean- 
ing of life. There in the dark back corner 
something caught my eye. After climbing 


over "treasures" I found myself in front of 
an International Mutoscope Atomic Bomber. 
Surely this must be a great thing! I had no 
idea who International Mutoscope was or 
what an Atomic Bomber game was but on 
what remained of the backglass I could 
clearly see the remnants of some kind of 

ё 

in my head parted and all was clear. This was 
what I needed! I could buy this thing and use 
not only my woodworking skills but also my 


uturistic aircraft. At that moment the clouds 


mechanical ability and that electrical engi- 
neering degree I had! Surely once I had this 


baby home and running all would be right in 
the world. 

Of course, after getting it home, I 
thought—you know, if I had a pinball 
machine as well I would have two things for 
people to play at parties and I would not be 
forced to stand around and actually interact 
with idle conversation. One Thrifty Nickel 
ad later and I was the proud owner of a 
somewhat working Teachers Pet. Never mind 
that I did not even know that each model of 
pinball machine had a unique name or that 
the features were different on each. This one 
was mine and that was all that mattered. 
Surely this would satisfy my restoration and 
entertainment needs. 

The Internet and newsgroups were just 
coming into practical existence in the early 
905 so restoration information was some- 
what limited. In the course of my research 
I came across а copy of Bill Kurtz’s first 
book and to my surprise I found out that 
there were several major categories of arcade 4 шав 


8 


Batman, eat your heart out—the bookcase above is 
actually the secret entrance to Jon's game room! 
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games. That's when the clouds parted for the 
second time and it hit me. Wouldn't it be 
neat to have "just one" of each! One pinball, 
one bowler, one baseball... Well, somewhere 
along the line my math skills failed me—the 
number one took on a whole new meaning. 
As the disease progressed it became appar- 
ent that the 900 square foot unfinished area, 


originally intended to be a guest apartment, 
would make a really neat game room. It 


didn't hurt that it was rough plumbed for 
a kitchen and bathroom and had 6” wide 
French doors onto the deck for easy game 
entry. However, deciding how to create an 
entry from our formal living room into this 
area presented a bit ofa challenge, until my 
friend Phil Sexton suggested building an 
electrically actuated book case. One electri- 
cally-actuated valve controller from a liquid 
cooled supercomputer later and I had a fine 
moving bookcase. 
The rest of the interior construction was 


completed in 1996 which allowed my now 
growing collection of “just one of each” to 
finally move from its cramped quarters in 

the basement into what seemed like a huge 


area at the time. Of course since experience 


had shown that alcohol is often part of a 


good gaming experience I had to build a gl: 


lock wet bar with rotating color cylinders in 
that kitchen area. The result is a game room 


that has plenty of dance floor space as well as 
ocations for a few more games. 

Over the years I have found that my 
strongest interests have gravitated toward 


pre-60s aviation-themed and wartime games 
although I have a good selection of other 
types as well. The part of the hobby I enjoy 


most is the restoration. In particular, master- 


ing new skills such as silk screening and soon 
metal casting. All I need now is time, which 


is another issue altogether. 

My restored games have gotten a work out 
at the numerous summertime Tiki parties, 
company events and our annual Christmas 
arty. In addition to the games, I have found 
that having all of the accompanying signs, 
ights and nostalgic items really adds to the 
full game room atmosphere. As the games I 
am looking for have become fewer in num- 
ber, being able to also hunt for and find these 
non-game items has made the collecting 
obby even more enjoyable. 

My basement now serves primarily as а 
staging and storage area for the “treasures” 
have yet to restore. Among the dozens of 
“why did you buy that junk” pieces are some 
of my favorites including: 

е Baker Sky Pilot 
е Bally Rapid Fire 
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Seeburg Ни the Siamese Rats (wartime Chicken Sam conversion) 
е International Mutoscope Tokyo Raider (wartime conversion of 
Drive Mobile) 
» Keeney Anti-Aircraft Gun 
e Genco Quarterback 
е Western Baseball (with payout unit) 
е Seeburg Shoot the Bear 
» Williams Jumbo Ten Strike 
е Southland Little Pro 
• Anda dozen or so pinballs 
In the mid-90s while on a trip to Florida I came across a guy who 
sells parts for WWII aircraft. Using my best rationalization skills I 
was able to convince my wife that a B-25] gun nose he had would 


look great in our game room. It only took 30 minutes to close the 
deal, 30 days to ship it to Colorado Springs and 8 years to get it from 


my garage to crashing through the wall where it looks great. I painted 
it to match an actual B-25 called Sunday Punch that is on the airshow 


circuit these days. A remote controlled smoke machine plumbed to 
the 50 caliber barrels completes the effect. Since my father-in-law 
piloted these, his name appears in the pilots placard on the side. 


Through this hobby I have been lucky to make several new friends 
over the internet who I have yet to meet in person. In addition, I am 
very fortunate to have an understanding wife (even if she has vetoed 
game room expansion plans) and two good local friends in Phil Sex- 
ton and Phill Emmert who share the game room affliction. Together 


we have all been able to get even more out of the hobby and have had 


a lot of game collecting road trips and good times together (usually 
at the expense of another friend, Larry Bieza). Of course, since no 
collection is ever complete I am still on the hunt for more aviation 
and wartime related games, including my personal “holy grail,” the 
Aerocraft Test Pilot or its twin the A. D. Smith U-Fly-It. If anyone 
knows of one of these I would be interested in knowing that they 


even exist. 


| Spectators 
Please Keep Hands OFF 
tacit Wile la Moti 


ia 
EN-CHIpREN 


Restored games in my collection include the following: 
International Mutoscope Round the World Trainer 
International Mutoscope Atomic Bomber 
Evan’s Tommy Gun 
Midway Sea Raider 
William’s Liberator 
United Star Slugger 
United Deluxe Shuffle Alley 
Chicago Coin Pro Basketball 
Exhibit Dale Gun 
Irving Kaye Batting Practice 
Chicago Coin Hockey Champ 
National KO Boxers 
AMI Н-200 Jukebox 
And a variety of pinball machines 


info@gameroommagazine.com 
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Be a Part of Ше Community Today! 


МСЕ vt 


VIDEO GAME EVOLUTION 


ELDORADO GAMES 


VIDEOS - From Space Invaders to 

Champions 

e РМВАП 5 - АП Bally, Stern and early 
Williams 

» HARD TO FIND PARTS available 

including manuals and schematics 

CLASSIC GAMES Bought & Sold 


Connect with other gamers at VGEvo.com! 
This online portal will quickly become your 
home for gaming news, links, media and 


| 
social networking. Our multi-tiered memberships Registration is 


offer a range of advanced features including: absolutely 
LOW RATES ае 
FAST SERVICE ^I 
CALL FOR PRICE QUOTE гав 
— Players, hobbyists, collectors, 


developers and experts welcome. 
VGEvo spans the evolution of video 
games from Pong to PS3 and beyond! 


(417) 471-1005 
115 W Dallas St 
Mount Vernon, MO 


65712 
Fax (417) 471-1006 
www.eldoradogames.com 


4 
вс) ШР 
Visit and become a member of the 
community of gamers founded by 


Ken Williams (former Sushi-X) 
and Trickman Terry of EGM fame! 
A property of 


FRETRGIDS. www.vgevo.com 
For your weekly gaming audio fix, check out the VG Podcast Network 


за many game: 


VG Merchandise 


Purchase these items and more - directly from www.vgevo.com 


VGEvo Pixelations - Our collectible, hand-crafted 
retro bead magnets and keychains 


| 

Я : Mention code GROS 

i SPECIAL Z When you register on Special features, 
бате > OFFER! <> vgevo.com and get a interviews with 


FREE, six-month Gold gaming celebs, contests, 
“lA a . Membership upgrade! auctions and more! 


56 GameRoom | December, 2008 


Бу Arthur Annis 


| very good game room needs a few 
consoles. My preference is toward the 


classic 


› the ones that I grew up with. Tops 
on the list would be the Atari 2600—while 
this console is over 30 years old, even today 

it still gets plenty of play from me and my 
9-year old son. From head-to-head games like 
Combat and Outlaw to fast paced solo games 
like Vanguard and Zaxxon. The 2600 has no 
shortage of games and a little something for 
everyone. 

If you are rediscovering your gaming past, 
you might feel a little overwhelmed with the 
decision of what games to get. Most likely 
you'll start with the ones you remember 
owning and playing, but then you'll soon 
want the titles you never got, but begged 
your parents for. From there you'll find many 
other games you never even knew existed. 
Your collection can grow pretty fast. 

Acquiring games can be a challenge and 
can get costly depending upon the rarity of 
the game. Some games programmed and 
released during and after the video game 
crash of 83 saw lower production numbers, 
but they really pushed the limits of che 
26005 hardware. Of course, a low produc- 
tion numbers could have also been attributed 
to a crappy game, so it's best to do a little 
homework when choosing which games are 
a must for your collection. I suggest finding 
screenshots, reading manuals found online, 
and maybe even testing chem out on an emu- 
ator just to ensure it’s a game you'll enjoy. 


Finding the deals is the best way to go. On- 


ine auction sites can find you buying many 
single carts, but then the shipping starts to 
add up, leaving a good deal, less than favor- 


able. It's best to buy lots initially when you 


иван, 


жоне 


start up your collection. You'll soon find that 


though using this method, the multiple Со»- 
bat and Pac-Man cartridges add up quick. 

You can also try online collector forums to 
connect with other collectors that are will- 
ing to trade, buy, and sell, which helps both 
parties out. Checking your local thrift store 
and hitting yard sales might produce cheap 
prices, but often takes long hours and lots of 
patience. 

Once the games start pouring in from 
the many sellers, you may find you have a 
game that is not working. Disappointment 
and rage may start to set in, but take a step 
back and remember because of the age of 
these games, they might need a little special 
care. The majority of the time a cotton swab 
and alcohol are all that's needed to clean the 


grime off the contacts and get the game fully 


playable again. Repeated cleanings might be 
necessary to get the game working. Activi- 
sion cartridges may take a little more care, 
since the contacts are a little thinner, but 
with a little patience and you'll be all set to 
dive into the 8-bit glory. 

Storage and displaying your collection 
is the biggest challenge as your collection 
grows. You start to find that not only is a 
playable game worth having, but also some of 
the boxed art from that era. There is no solu- 
tion for the right set up. Book cases are good, 
but finding the right size for your needs may 
be difficult. Authentic cartridge cases really 
promote the authenticity of your collection, 
but sometimes are hard to find. Then you 
also have your spouse' approval, who might 
not be as keen as you are towards having a 


wall dedicated to your Atari collection. 
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PinScore LED Pinball Displays 


New PinScore™ Display systems for pinball 
machines and shuffle alleys are efficient, 
economical and easy to install. Brilliant 
design makes old high-voltage glass displays 
obsolete. 


Plug & Play installation - no soldering or VN 'N 7 RA a мими: 7] 
modifications required „Им, ИУ, AN, UN. x nt К UN, UN, UN, ма 


Adjustable brightness pa 1 1 i 48 8 H lH. " 


Beautiful black matte finish retains factory 
appearance 7 
ی‎ 
Crisp illumination in original color p = КАЙ, Г) val КЙ M NR Wu 
Кл YN И ! |a ЛИ пя e 


and fonts : Л , MS, : , | UN, UN, UN, й Dd IN 


я 
Low power consumption - Мо „АУ 


high voltage or extra power (— авер "T Pih core 
supplies required : 


Includes light shields, required | 
cables, and mounting hardware : rr B^ 
Environmentally friendly - RoHS compliant 3 Pi 


5-year no-fault warranty 


Made in USA 


“As good or better than anything you can expect 
from a board manufacturing facility today.” 
Rob Craig, СатеКоот Magazine 


= DISP1 015Р2 DISP3 


ново 5 DISP4 DISP5 
ыг Order online at j 
| = |www:marcospeccom l n С () { 
arco ог byphoneat www pinscore.com 


803-957-5500 


01-р 94у-0 Copyright 2002 


Huction 
latch 


Pardon Me, But When Did You 
Stop Caring That You're Stupid? 


here are days when I truly believe some eBay sellers bought their 
college diploma from Mr. Haney in Hooterville. I'm talking 
about the blatantly stupid sellers such as the one I ran across earlier 
today. 
In articles past, Гус mentioned that one of my lifelong interests 
is movie music so I don't need to do research when determining the 
value of a soundtrack LP or CD. Conversely, I don't know a blessed 


thing about Lionel trains or Dep cast models and 


ssion glass or di 


so forth. If I had to sell any, you can bet your back teeth I'd scour the 


Internet and eBay for past sales while monitoring current auctions 


before I listed them. In other words, Г4 educate myself before making 
a fool of myself. Unlike the seller who has a selection of “Buy It Now” 
soundtrack LPs. 

One of them is Outland, a 1981 sci-fi movie starring Sean Connery 
with a score by Jerry Goldsmith. The “Buy It Now” price is $31.00. 
Since I’m an expert in this area I know immediately that this guy has 
a better chance of finding crop circles in a bowling alley than he does 
in selling this album. Outland has a sensational score, but the LP is 


virtually worthless. Years after its release you could still find multiple 


copies saturating department store 


but let's forget that for a moment. 


remainder bins for pocket change, 
t's obvious this seller doesn't know 


what I know. So why didn't he search eBay for other Outland LPs 


before he set a price? 


Here's what he would have discovered: there were 18(!) other 


copies of Outland for sale, many o "which were sealed just like his. 
Seventeen of them were “Buy It Now” and of those, four could be 
bought for $5.95 or less which, by the way, is still more than the disc 
is worth. One copy was at auction with an opening bid of $4.72. No 
bidders, by the v 


Had he gone a step further and conducted a “Completed Auc- 


tions" search, he would have learned: 1) there have been no sales of 
Outland soundtrack LPs in the recent months and, 2) a “Buy It Now” 
Outland soundtrack CD didn’t sell at $32.72. 

Translation: “Hey, pal. Your record has no value!” 

Instead of performing a little due diligence this seller listed a 
worthless LP and handed eBay a $1.20 Listing Fee based on the 
$31.00 “Buy It Now”. The company is the big winner here, especially 
when alongside his Outland record he listed 23 other LPs that are 
painfully overpriced. One of them has a “Buy It Now” of $168.00 
(Listing Fee: $2.25)! If any of his LPs do sell, it will be to a first-time 


buyer who didn’t do what I just did in arching a product's avail- 


ability. The absurdity here is that the seller has over 3500 feedbacks. 
It's not as though he’s new to eBay and doesn't know what he’s doing. 
Okay, let me rephrase that ... he doesn’t know what he’s doing. 


Simpsons Pinball Party $2901 
(е Chief $595 
r Trek: The Next Generation $1797 
WWF Royal Rumble $1193 


“ Teed Off $1050 
.— Meteor $995 


бип“! Roses $2500 

Playboy 35th Anniversary $875 
Mata Hari $650 

Space Jam 51425 

ABC Monday Night Football $636 
Banzai Run $1581 

Funhouse $1656 

Jet Spin $455 


Last Action Hero $1375 

Cue Ball Wizard $861 

TX-Sector 5700 

The Getaway: High Speed 11 51699 
The Addams Family $2500 

Buck Rogers $500 

Doctor Who 51415 


ARCADE VIDEO 

Super Mario Bros. $399 
Donkey Kong Junior $530 
Millipede $440 


Ms, Pac-Man/Galaga: Class of 1981 $1025 


Crisis Zone $695 
Donkey Kong 3 $230 
Hydro Thunder $800 
Donkey Kong $400 
Crazy Taxi $805 
Primal Rage $135 
S.T.U.N. Runner $349. 
Mortal Kombat $390 
Gauntlet: Legends 5875 
Shinobi $278 
PGA Tour Golf Team Challenge $999 
г Ms. Pac-Man $430 
= Wizard of Wor $345 


Rock-Ola 1485 $6000 
Seeburg М100С $1000 
Seeburg 0100 $760 
Seeburg 222 $5995 
Seeburg V200 $4000 


SLOTS 

Mills High Top 10-cent $1100 

Mills Poinsettia 5-cent $1300 

Mills Golden Nugget 25-cent $1300 
Mills Double Dewey 5-cent/25-cent $72,500 
Mills Bell-O-Matic 25-cent 51300 
Mills Bursting Cherry 10-cent $1300 
Mills Super Star 25-cent $1395 
Mills High Top 25-cent $1009 

Mills Black Beauty 25-cent $1555 
Mills Castle Front 10-cent $1100 


PAPER 

Bally KISS poster art signed by Kevin O'Connor $15 
"The Care and Feeding of Your Pinball Machine" 
book $22 

Mr. Pinball 2009 Price Guide $22 

"The Encydopedia of Arcade Video Games" book 
$25 

“Wurlitzer Reference Book Vol. 1: 1930-1954" $28 
Bally KISS pinball coloring poster $66 

“А History of Coin-Operated Pianos and Orchestri- 
ons" book $55 


COIN-OP 

General Electric 1920s coin-op fan $345 

Super Chexx hockey game $1850 j 
Wilbur Chocolate 5-cent vending machine 51400 
Cragstan “Rock’N Roll Monkey” fortune teller $747 
Regina 1890s coin-op music box $1635 

Advance Machine Co. 1-cent matches vendor 51 


FIXER-UPPERS 

Stern Meteor $300 

Bally Midway MotorDome $200 
Atari Centipede $169 

Wurlitzer 2610 $504 

Mills Duplex 25-cent $610 


NO TAKERS 

Data East The Simpsons $1100 
Atari Maximum Force $599 
Wurlitzer 850 $23,995 

Mills Silver Slipper 25- 
Munves “Khayyam Predicts 
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OFFICIAL SCOREKEEPER FOR THE WORLD OF 


VIDEO GAMES AND PINBALL 
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1) ad 


The Cham ions 


History's greatest 
player on the Spy 
Hunter arcade game 


8. 


One of History's Top Players Founder ofthe 
ол Donkey Kong Twin Galaxies Scoreboard and 
“адал Donkey Kong Junior j US National Video Game Team 
^, 


epar 


тинин 
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uring the weekend of October 
3-5, 2008, top arcade champi- 
ons gathered at the “Е for АП” Expo 
in the Los Angeles Convention Cen- 
ter to participate in a “Meet, Greet & 
Beat the Champs” high-score contest 
held at the AllGames.com both. 
The most noted accomplishment 
documented at this venue was a 
new world record on Berzerk (Slow 
Bullets), achieved by Phil Younger 
of California, who scored 401,130 
points in eight hours of play. When 
his game ended, he was still on his 
second man with three more to go, 
but he ran out of time, so he purpose- 
fully killed off his last three men. 
Other recent world records on 
major arcade titles include: 


e 2,403,280 Buster Bros Jarred B. 
Endres 10-20-2008 


e 698,850 Frogger | Tournament Set- 


SS 


tings] Donald Hayes 10-25-2008 

е 2,383 Michael A. Sao Pedro Super 
Breakout | Progressive] 10-25-2008 

е 621,690 John P. McCann Gorf [6 
Ships] 10-05-2008 

е 30,075,000 Tongki Linderman Mr. 
Do! 9-21-2008 

1,044,890 Cliff Reese Metal Slug - 
Super Vehicle-001 [1 Player Only] 
9-21-2008 


Walter Day 


Тула Galaxies 


www.twingalaxies.com 


Puzzle Ра 


PINBALL FUNNIES 


© 2008 Paula Каа! 


This month's challenge: Ws Christmas! No contest, no challenge—this 
month, it’s just dumb luck. Email me at info@gameroommagazine.com 
and mention “December Challenge" in the subject. ГП pick a winner at 


ly identifiedithat ўе 
was from Bally's Лр Е, 
r a 


T NE T. ne 


Thanks to Paula Кай! for this month's cartoon! Got a puzzle, trivia question, or other game room 
amusement? Well, l'm buying! Send it in to info@gameroommagazine.com — and thanks! 


Alltek Systems 


Arcade Station EX... o гаан 42 
Auction Game Sales..................... 51 
Bay Area Amusements ................... 6 
Cleveland Coin Machine Exchange. ...... 23 
СЇ УЛ РГО БС ОГЫ ucro tet 15 


Digital Archives 20th Anniversary DVD ...41 


[DIC ugs эхэллээ гд 19 


апер... азаи жазалашкан ees 37 
GameRoom Gift Subscriptions............ 1 
Games Г... ЖИ ure rita sacs дилда 23 
Jukebox Collector Magazine............. 63 
KS:'Arcade: агаин айнынъ 19 
Life After Death III ОМО.................. 46 


Marco Specialties 


МКеРасаК кнан 63 
МИ Ах ы зла атаннын tat gas 37 
Mechantiques (Martin Roenigk).......... 42 
MoneyMachines.com ................... 63 
Mr Pinball 2009... cece ticis ваза acer 50 
Nice Gatvirgs ass sese niat a exse oid 24 


Pinball Compendium: EM Era ... Inside back 


Pinball Fanatic 


Piriball Pali caricu onm 2 


PinballSales.com. Inside front & back covers 


Silvetball'Podcast. әла 63 
Speed & Sport Chrome Plating........... 63 
Super AUCUNE: галеча cicer ea 5,40 
United Distributors ..................... 42 
VGEVO .. 


Zygmunt в А$$осїаїе$................... 63 
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Ic 


ameRoom MarketPlace 


САМЕКООМ 


100 Words 
For Just 


SUPER CHEAP ADS! $5 for 100 words! 
(*$1 for each additional 25 words) 

No charge for BOLDED words. 

Phone: (440) 372-0728 

Fax: (310) 893-6780 

GameRoom Magazine 

PO Box 33490 

North Royalton, OH 44133-0490 
Online: www.gameroommagazine.com 


Wanted to BUY : ROCKOLA ARMY NAVY PRE-WAR PINBALL 
1934, MUTOSCOPE KO CHAMP 1955 or MUTOSCOPE SILVER 
GLOVES 1948, GENCO MOTORAMA 1957, GENCO SPACE AGE 
1958, GENCO JET PILOT 1959, EVANS BAT-A-SCORE 1948, 
*UNITED STAR SLUGGER BASEBALL 1956, *GENCO CHAMPION 
BASEBALL 1955 or, GENCO QUARTERBACK 1957, *GENCO 2 
PLAYER BASKETBALL 1954, WILLIAMS MINI GOLF 1964, CHES- 
TER POLLARD PLAY FOOTBALL 1924-1926, CC MIDGET SKEE 
ALLEY 1949 or, EVANS SKI-BALL 1940 or, EVANS IN THE BARREL 
1940 ог, GOTTLIEB SKI-BALL-ETTE 1940, any MANIKIN GAMES, 
*CC4 PLAYER DERBY (HORSE RACE GAME) 1952, BALLY SPACE 
FLIGHT 1969, any EM Arcade games from 505, 605, 705, SEE- 
BURG SHOOT THE BEAR 1947, KEENEY AIR RAIDER 1940, BALLY 
SPACE GUNNER 1958, ANY UPRIGHT SLOT MACHINE (Caille / 
Mills / ETC. ..), ANY MUTOSCOPE or similar viewer (non гасу). 
Working or restored preferred, but will consider any condition. Would 
also entertain offers for any other older arcade pieces of any type 

you may have available. Single games or bulk purchases considered. 
Oddball stuff welcome too! Email: WORLDPC@AOL.COM. Phone 
570-357-0042 . (69) 


*WWW.GAMESGALOREDE.COM * Warehouse Clearance! * 
Selling off dozens of projects and hundreds of parts! Call for complete 
price list- no reasonable offers refused. **Clean project pinballs: 
Genie $550, Sinbad $550, Spiderman (2) $450 & $550, Buck Rogers 
$300, Haunted House $1000, Black Hole $1000, Hollywood Heat 
$575, Streetfighter 2 $600, Baywatch $900, Firepower 2 $550, Space 
Station $525, Space Shuttle $575, Comet $575, Dungeons & Dragons 
$600, Checkpoint $500, 12 $1050, Time Warp $525, Bow & Arrow 
$250, Ticker Tape $200, Stock Market $200,& Big Strike Shuffle Alley 
$300. **RECONDITIONED PINBALLS: TZ $3400, Johnny Mnemonic 
$1600, F-14 51375, The Shadow $1950, WCS'94 $1675, Hot Shot 
$1600, Streetfighter 2 $950, NBA Fastbreak $1600, Stars $800, 
Caveman 51100, Dr. Dude $1200 & Millionaire $1000. Shuffle Alleys: 
League Champ $1950, Strike Master $1750,& United Shuffle Alley 
1949 $750. **RECONDITIONED ARCADES: 60-in-1 Multicade $800 
& up, Arachnid Super 6 Darts $275, Pub Time Darts $250, Neo Geo 1 
slot $350, Fisherman's Bait $800, Popeye (cocktail) $575, Streetfighter 
$500, Off Road Thunder (upright) $1000, Off Road Challenge (sit- 
down) $1000, World Series'99 $600, Buck Roger 5400, Rushing 
Heroes $250, Wacky Gator $500, Hippodrome 5150, Mr. Do $350, 
Carrier Airwing 5225, Millipede 5500, Centipede $500, Ms. Pac-Man 
(cocktail) 5800, Surf Planet 5450, Galaxian $600, Galaxian (cocktail) 
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Talksto}fellow{subscribers: 
GetjbreakingiGameRoom}News. 


Submityfiree 


©OhJandibuyzcoolfgamefroom 
books VjDsTandimuchtmore! 


The New GameRoom Web Site is Coming" 


$500,& Golden Тее TE 05 $2000. Project Arcades: Hang-on $200, 
Centipede $300, Commando $130, Pop-a-ball $125, World Series'99 
$250, Blasted! $130, Vanguard $125, Rygar $125, & Die Hard $150. 
Call 302-290-1236 for info. 


ACTION PINBALL WAREHOUSE — 200-plus Pinballs in Stock! 
Pinballs, jukeboxes, Darts, Foosball Tables, Neon Lights, and more. We 
buy, sell, trade, and rent. 8290 N.E. Main Street, Suite 3, Fridley, MN 
55432, (763) 784-7279 www.pinballwarehouse.com (49) 


Need Jukebox Parts? Contact Durfee Coin-op, The largest supplier of 
original jukebox parts. Parting out over 500 jukes from the 19305 thru 
the 805. Visit my site: Jukebox parts.com or email durfee@jukebox- 
parts.com or call 978 544 3800 M-Thurs 10-3 (EST). Fast service and 
shipping, all major credit cards accepted! 


Jukebox Needles, Cartridges, Belts & Keys. 
Needles4Jukeboxes.com offers the best selection of jukebox 
Needles, Cartridges, Drive Belts & Cabinet Keys. Easy to use online 
shopping, Reasonable Prices & $1.99 Worldwide Shipping. PayPal and 
Credit Cards are welcome. (Ir) 


PLAY PINBALL IN CONNECTICUT! We have some of the best pinball 
machines to play or buy, including Stern's Batman, Spiderman 
Black, Star Wars, Sopranos, WWF Royal Rumble, Monster 
Bash, Junk Yard, Jurassic Park, Simpsons, and so much more, 
including arcade games! Wolcott Video Outlet, 1796 Meriden Road, 
located in Wolcott CT since 1985, Easy access off 1-84. Don't forget-— 
all of our pinballs play like home-use-only machines! Stop by and help 
keep the pinball dream alive! (203) 879-3083 (Ir) 


COON HUNT LEGS—Gun Stand Leg Set $89,00—Cabinet Leg Set 
5120.00-Опе set of each $189.00—Quality Chromed Reproductions- 
Buyer Pays Exact UPS Charge—No Packing Charge—email packmanaf@ 
aol.com or call 201-522-0155 (128) 


For Sale: Arcade: Williams 505 Electric Crane $1500, Jukeboxes: 
Bing Crosby Jr $175, Ristaucrat Dance School model $400, Rowe (0100) 
$600, Seeburg 100-G $1350, L100 $1000, BMS-1 $250, AY-160 5700, 
HSC#6000 $400, SPS-160 $400, STD-160 $400, МСТ $750, Wurlitzer 
1650AF $950. Wallboxes: АМ W80 $225, NSM Consulette $150, 
Rowe WRA $75, Seeburg ЗИЛ 5350, 3W100 $100, SC-1 $85, DEC $75. 
Slot Machine: 5 Cent Columbia $600, Pinball: Daval Odd Ball $300, 
Exhibits Vanities $450, Gottlieb Jet Spin $475 Video: Atari Tetris cocktail 
$450, Silk Worm 5100, Megatouch bar top $100, Misc: 15 American 


Shuffle Alley $450, Jennings Lollypop Scale $400, Lots more stuff for 
sale, visit Jukeboxparts.com to see it all. Durfee Coin-op the jukebox 
parts kingpin! 978 544 3800 M-Thurday 10-3 (EST) or email durfee@ 
jukeboxparts.com anytime! 


AUTOMOBILE LITERATURE WANTED: 1900-1975. Will purchase any 
transportation collectible for automobile, truck, bicycle, motorcycle, 
farm implement, train, plane, boat, etc., including sales brochures, 
catalogs, manuals, factory documents, old letters, autographs, 
posters, original artwork, models, toys, pedal cars, etc. Especially want 
anything involving racing, including trophies plus items mentioned 
above. Walter Miller, 6710 Brooklawn, Syracuse NY 13211. Phone: 
315-432-8282. Fax: 315-432-8256. e-mail: info@autolit.com (59) 


MODERN COIN-OPS FOR SALE: Johnny Nero Action Hero, Mint 
Condition $2000; Super Sports Capcom Bowling (1988) — unique 
plywood and oak veneer cabinet, $800; Betson Konami Warzaid 
(2003), $1200; Golden Tee Complete (2003) $1200; IT Big Buck 
Hunter: Call of the Wild (2006) $1500; Sammy Ranger Mission 
(2004), $1500. Games located in Youngstown, Ohio. Other games 
available. Call Terry at (330) 426-3350 (109) 


GALLOPING GHOST PINBALL MACHINE WANTED: Made by Pacific 
Amusement Manufacturing Company (Pamco) of Chicago, in 1934. 
Looking for whole machine or parts in any condition. Any leads would 
be greatly appreciated! Also, if you own one that isn't for sale, | would 
till love to talk to you about it. Call Andy at 610-617-8989 or email 
andybroder@comcast.net (Ir) 


FOR SALE: Chicken Sam Game with nickel-plated rifle and original 
ervice manual: $1500 or interesting offer. Juke Box Parts — control 
enter for Wurlitzer 2000: $100. Packard Playmor AMP — Mint with 
tubes: $150. Complete Volume Controls for Wurlitzer 1015 and 750: 
$350 each, 1426 Rockola Jukebox 90% complete — good plastics and 
grill, etc.: $400. Earl Hemme - (559) 485-1428 Call evenings California 
time (128) 


Your Ad Could Be Right Here! Visit GameRoomMagazine.com or 
all (440) 372-0728 to submit your Power Ad. Just $5 for 100 words, 
one of the cheapest advertising options available anywhere! This ad is 
just 45 words long — imagine what you could say with 100! 


MarketPlace Rates: 518 per full-color 1/16 page (3.667 x 1.25 inch) section. 
Combine as few or as many sections as you need, in whatever shape you want! 
Quantity Discounts Available. (440) 372-0728 or info@gameroommagazine.com 


Love Pinball? ? 
Love the 80's? 


A Passion for Pinball and More... 
www.silverballpodcast.com 


COLLECTOR 
MAGAZINE 


2545 S.E. 60th Court е Pleasant Hill, ТА 50327-5049 


$36 for 12 monthly issues 


If you're reading this ad, 


so are your customers- 


advertise your product 
in GameRoom 
Magazine today! 


Coin-Operated Arcade Games 
Home Recreation Equipment 

» Gameroom Accessories & Supplies 
Video Game & Pinball Parts 


Lakeside Distributors 


310 Covington Street 
Madisonville, LA 70447 
lakeside@moneymachines.com 


Call Toll Free: 1-886-7: 


www.moneymachines.com 


ALWAYS BUYING Coin-Op PAPER 


If you have any quantity of schematics, manuals, flyers, photos, or any 
other kind of paper documentation on coin-op devices and games... 


П want to hear from youl 


Also: 20,000 Flyers and Schematics for Sale! 


Mike Pacak 


2993 Lynn Road, Canfield Ohio 44406 
(330) 549-2596 MGPacak@aol.com 


ILLINOIS ANTIQUE SLOT MACHINE COMPANY 
Slot Machines Wanted 
Also old Wurlitzer Jukeboxes, 
Nickelodeons, and Music Boxes 
Plus any related devices 


Frank Zygmunt 


(630) 985-2742 
Fax: 985-5151 
PO Box 542 
Westmont, IL 60559 


Buy & Sell» Any Condition • Finder's Fee Paid • Paying Cash 
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Time 


“Remember the good old 1980s, when 
things were so uncomplicated. I wish I could 
go back there again, and everything could 
be the same.” 


| et me start off this month's column by 


confessing a guilty pleasur 


"ve always 
had a special place in my heart for E.L.O.’s 

1981 album TIME. It's a “concept” album, 
and all the songs fit together to tell a sci-fi 

story of love and time travel, of a man taken 
out of his time and dragged into the future, 
and how he longs to return to his own era 


and his true love. The reason I'm bringing 


this up is that in putting together this issue, 
celebrating twenty years of publication, I 
9805, 


which has made me all the more appreciative 


feel like I've time-warped back to the 
of our modern age. It’s like I’m living out the 
inverse of E.L.O.s sci-fi scenario. 

Looking at the early issues of GameRoom 
magazine, with their low-resolution photos 
and grainy print, just makes me grateful for 
the mo 


ern publishing process, where I can 


personally compose an entire issue, (full- 


color photographs and artwork included), 
and simply upload it to my printer, despite 
the fact that the print-ready press files often 
consume multiple gigabytes of storage space. 
The Eighties, while being my “era of choice” 
for nostalgia, just wasn’t a kind era for small 
niche publishers. 
Layout and artwork often had to be done 


by hand, literal y cut-and-pasted intoa phys- 


page layout (called a “mechanical), and 


іса 
any color photos hac 
color separations for printing. The desktop 


to be broken apart into 


publishing revolution was rapidly approach- 
ing, but it had only taken its first baby-steps 
into the digital future. The computers of 


the era, with their sub-megabyte memory 


and anemic processor speeds, just weren't 
capable of producing the type of publication 


you're now holding in your hand. Even the 


presses had to have plates produced for the 


es" 


print run, and last-minute "stop the pre: 
types of changes were merely a Hollywood 
fiction. The entire process was much more 
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Top: Publishing, circa 1989 
Bottom: Publishing, circa 2008: 


Зл waa 


labor-intensive, cumbersome, expensive, and 
time consuming. Producing a monthly glossy 
full-color magazine for smaller hobbies such 
as ours was simply inconceivable. 

‘Today, even personal computers are power- 


ful enough to compose an entire issue in 


memory, including high-resolution photo- 


graphs and artwork. Printing presses arc fully 
digital operations from start to finish, includ- 
ing virtual “proofs” that are produced mere 

minutes after an issue has been uploaded. The 
process is almost entirely automated, making 


it cheaper and faster than ever before. 


Compendium trom author 
20 ET. мепавтбшопи focusing 
The t 
Pinball Compendium 
Electro-mechanical Era 
Е 3 1 from the 19903 all me ay 


exicusively on the electro- 


mechanical era of pinball, 


unto me 1970s. 
Tull color with photos 


обпипагейвогашетеш. 
machines. Detailed 
EEE Histories, interviews price у 


Мара ад guides and тоге! 


So here I sit, cranking out another issue, 
knowing it will be printed in another state, at 
a printer I’ve never been to, looked over by a 
customer rep I’ve never personally met, and 
that ГП be looking over online proof pages 
ona web browser. And yet, it all works 


m- 
lessly. The results speak for themselves. 

I love looking back at the past, but more 
and more Гуе come to enjoy and respect our 
modern conveniences. In some ways, looking 
back can make you grateful that you live in 
the era that you do—as they say, nostalgia 
ain’t what it used to be. GR 


T he Perfect 


Christmas Gift iV 


PUTES 

KINGS e Жу А 
UEEN 7 

ОР, 


S7 


3 y Designed ' ~ 
py Pat 
Lawlor! 4 


Shrek 
Family Guy 
Spider-Man | 
Pirates of the Caribbean `7 
The Simpsons 4 

| World Poker Tour 

t Wheel of Fortune 
NASCAR - Dale Jr.» 


PinballSales.c эт 

Сай ог Email “Pinball Jack” Right Now! 
Jack@PinballSales.com 
Toll Free (866) 323-5, 323- 3225 or (800) 473- 5225 


Made with love’ by: 


сЕКОмАЧ- 


Ош goal iS to preserve classic video дате magazines so that 
they аге по lost permanently: 


People interested in helping Out in any capacity; 
please visit us at retromags-com: 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou соте across anyone Selling releases from 
this Site please до not support them and do let us know: 


Thank you! 


